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You’RE DASH RENDAR — QUICK ON It'S YOU AND YOUR TINY SNOW SPEEDER SPEEDER BIKE MODE — FAST-PACED 
THE TRIGGER OF A BLASTER. VERSUS A GIANT, WALKING A.T.A.T. ACTION WITH A KICK START. 
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with a host of new Star Wars characters, vehicles and 


a blaster. Enter the fray in 5 gameplay modes; ground shooter, space combat, speeder bike, jet pack and snow 
Exclusively distributed by speeder — all in an effort to protect Luke from the evil clutches of Xizor — ae mare 
fie MATURE 
: a face of evil so dark, you'll only find him in the shadows. Www .lucasarts.com 


© 1997 Lucasfilm Ltd. All Rights Reserved. Star Wars, Shadows of the Empire and the LucasArts logo are trademarks of Lucasfilm Ltd., used under authorisation 
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Editorial 


Right about here I'm supposed to write some flowery, grand, sweeping 
philosophical rant about something really important sugger that, this 
month I’m using t space to indulge in a bagging of something that’s 
been been getting very annoying lately: Online bloody manuals instead of 
printed versions 
Attention all game companies: They suck, we hate them and here’s why 
They are completely useless. Here’s how it goes: You're zooming around in 
your new game, experimenting and learning. You don’t understand some- 
thing, so, quit the game, back to the main menu - whatever the particular game asks of you, but 
you're out of the game for the duration, is the px You then stumble around the convoluted 
manual-menu system, spending 30 minutes trying to find which key launches the damn mis- 
siles. Along the way you pass many many items of incredibly useful information - you even 
remember some of it - not enough to actually help you with the game, but mere tantalizing tid- 
bits that'll have you back searching for particular section later that night - and probably 
never finding it ever again. Most of it you'll forget anyway, as you continue your quest for the 
bloody missile launch key 
Backwards and bloody forwards, in and out of the game, taking bloody notes all along the way - 
so many bloody notes that by the end of it you've got yourself one pseudo Real Manual 


Companies that prefer online manuals are ones that obviously prefer an easy ride for them 
selves and don’t give a damn about the player. “Flash graphics and a nice intro, yeah, that'll « 
3y the time they get it home and discover our little nasty it'll all be too late and the money will 
be in the bank! Ha! Suckers!’ 

A particularly evil perpetrator of this crime is Sierra. They even had the nerve to do an online 


manual with their pretend flight sim, A-1o II Quitting out of the game to check on some 


obscure HUD symbology, reloading and forgetting some tiny detail... Back out, back in. Dozens 


of times in the first night... Come the @#$% on Sierra! What the hell were vot thinking!!>> 
This is the company whose subsidiary Dynamix had what I think are the best manuals ever, for 
their Aces flight sim series. Beautiful spiral bound things they are packed with historical info, 
pilot’s quotes and ripping yarns plus fantastic photos 

Is it that they think we care enough about the environment to happily accept the absence of a 


manual? Like hell! The environment be damned! | want 


my manual! ‘ The PC PowerPlay scoring system 
Remember esta boxes were heavy? You'd sors it 90%+ A classic. Either an unquestionable 
open as you left the shop and speed read as much of the example of superiority within its genre, or a 

big sexy manual as you could on the train home > ground breaking game that'll be setting trends, 


80-90% A strong, eminently platable game. Hard | 
al cine de: Ves 1 SS at to fault and likely to still be on the hard drive in 
all over it ou Know 1€ good Old days 6 ths time. 


Some games include a nice little right button help fea 


ture. Master of Orion 2 is a goodie, just right click on 60-80% Competant and generally enjoyable. 
Flaws or mediocrity hold these games back from 


higher 

way, you can do more of that please Mr Developer, just ona 

as long as you give me a manual too. A big, heavy one 40-60% Average and ordinary. Not bad, not 
good. Ideal gift 


0-40% Bad, really bad. Boring, shamelessly 
unoriginal, cheap and horrible 


for the first few days of your new game you'd have it 


beside your PC, Post It notes and highlighter pen 


anything and a description would pop up. That's a good 
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Instructions for hQiii ey gles and have fun. Pay close attention now... We spin Peter Gabriel's Eve right 
round like a record, baby 





Big time Aussie multiplayer competiftons, new Rocky Horror Show game 


ae \ : = 
coming, TEN online gaming in trouble?, America On Line digs its own Cyberman 2, Matrox Millenium 2, 
grave, U.S. Government outlaws games and heaps more! Phantom joystick, TV tuners and 


the Logitech Wingman Digital 






Win the best prizes and get yourself PowerPlay home delivered. 
The latest in the biggest scene to ever . 
hit PC gaming. Waddayamean you 


Free things to win, free. haven't got a 3Dfx yet??! 
Preview + developer interview. Ever considered a boat racing game? Us Accelerated Graphics Port 
either, then we saw the screenshots... is coming to save us! You 


just need a new mother- 
board and a Pentium II, 
Preview + developer interview., Warhammer returns is all. 
and this time it’s done right. 


The birth, death, and re-invention of the RPG. David What the hell 


Wildgoose looks at the game genre that’s entering a happened to I 
bright new era. VR? From the Next Big Thing to pc 




















nowhere, we examine the failure of th 
sure fire winner. 
Big preview, big game. Just take a look at the 

screenshots! Luckily this game is for real, ahhh, it’s 


a good time to be a gamer.. 


It's big, hard and very tasty. 


Joke preview: this game won't actually ever be released... Virgin 
say it will, and by Xmas too! Judging from the beta we've been 

playing hard they could be right this time. We will see... Technical guidance for Clueless Newbies 
with Ashton Mills, who really does know 


almost as much as he thinks he does. 


Broken Sword 2, Zork: Grand Inquisitor, Formula 1 Racing Simulation, 
Xcar, Earthsiege 3, Ultimate Race, Dark Earth, Red Baron 2, War Inc 
There's this bloke, right, who’se played 

EVIEWS y : < > every game ever, right, and if you write to 


Dungeon Keeper him he might just help you... 


Betra ileie 


Warlords 3 + interview 
Moto Racer : Cheat codes for people without skill. 


1a Soccer 
Microsoft get it right with The Zone, the internet's best free mul- 


Premier Manager 9 


FIFA Soccer Manager tiplayer games site 





Shrak Quake 
7h bee b 


F-18 Hornet 3 chek 


688 Nuclear Sub . Zyem What you think about important things. Like games, mostly. 





g It’s not the World's First Computer 

Descent 2: Infinite Aby . Game, it just looks it. Nethack is one 
Atomic Bomberman game you should be kind about around 
Lords of the Realm 2 mainframe freaks. 
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PowerPlay 


Win 


-1 
Running the Powerplay CD under Win 95 is 
best. All the games will appear on the 


menu and run, whether Win 95 or DOS. 





Around half the games are DOS. The 













Powerplay DOS menu will only show DOS 


games 


Wi 


some games will run under Win3. 1x. The 
Powerplay menu won't work under 

Win3.1x, so run them straight from the 
with File Manage! 


X-WING VS TIE FIGHTER DEMONS 


Windows 9 






Sci Fi Corr 





Simulation 


You've read the hype, seen the adds (ove 





over again), read view bul lat's ne 

you need to play it yoursel! f is 
ng over any hard earned dollars. Well, y lew 
longer need to use the force to find out i! id 


ll worthwhile. Just play the demc 


[his demo includes one cooperative miss 
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DOS 


Sci Fi Simulation 
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We've had the exclusive interview with th a! As eCial 
P j 7} 
if 7 >, ? 
himself Derek Smart, now in another PC pecial: @: ‘ oi 
PowerPlay excl we re the first in Australia he Cov ( —* = 
- 
to have the Battlecruiser 3000 demo! with Monke 
iver desired to command your own Battlecruiser memorabil 
, fe hy 5 a MP 
with interce marines, shuttle ral \ vel in the nostalgi. 
big turret weapons, lots of explosions ry ntiur 
nd of course high adrenaline drama? Well . IGMb RAM, Soundcarce 
BC3K is the closest any game has come to simu. |nis game is mouse controlled. 


PowerPlay 

















Windows 95 

Real time Strategy 

Another Real Time strategy game, Dark Colony 
has the Humans and Aliens battle it out for 
domination over the planet Mars. To win, each 
side needs to tap into the yellow Petra-7 fuel 
vents to gain the money needed to build more 
units, buildings, and upgrades. Featuring excel- 
lent unit balance, you will particularly like this 
game if you're sick of the standard depiction of 
aliens by abductees on TV. 

System requirements: Pentium 75 , 16Mb RAM, 


Soundcard. This game is controlled with the mouse. 


Contols 

Left-click = selects units 

Left-click drag = creates multiple select 

Shift plus left-click = adds individual units to 
the already selected units. 

Right-click = deselects units 

Right-click on mini-map changes your main 
view to where you clicked. 

Left-click on the mini-map to send selected 
units to that location. 








Ultima IV 


The complete game! 

Origin 

Yes, you're reading this correctly, Ultima 4, 
the greatest Ultima ever, on a cover CD, and 
No, we're not breaking any copyright laws. It’s 
been 10 years since the release of this classic 
game and Origin are celebrating by giving it 
away, the full game in all it’s entirety. 

Ultima IV was one of the greatest Ultimas 
ever, instilling virtues into the Avatar, the 
quest had never been more complex. Build 
up your party to eight members (one for 
each virtue) and set forth to free Britannia. 
If you find the game running too quickly on 
your PC, you may want to run the moslo pro- 
gram first (Found in \games\ultima4\moslo) 
to slow your computer down. 

System requirements: 286, 1Mb RAM 

By all standards, Ultima IV is still quite a 
complex game, to assist, Origin have provid- 
ed all the documentation in either text or MS 
Word format. These can be found in the 
\games\ultimag directory on the CD. 

The History of Britannia: For MS-DOS or 
Windows 3.1 users, the file is 
HISTORY.TXT. For Windows 95 users the 
file is THE HISTORY OF 
BRITANNIA.DOC. This file contains useful 
background information on the world of 
Ultima IV. 

The Book of Mystic Wisdom: For MS- 
DOS or Windows 3.1 users, the file is WIS- 
DOM.TXT. For Windows 95 users the file is 
THE BOOK OF MYSTIC WISDOM.DOC. 
This file outlines the spells and reagents 
used in Ultima IV. 

Keyboard Reference: For MS-DOS or 
Windows 3.1 users, the file is 
KEYBOARD.TXT. For Windows 95 users the 
file is KEYBOARD REFERENCE.DOC. This 
file details the actual keyboard commands 
used in playing Ultima IV. 

Hints: For MS-DOS or Windows 3.1 users, 
the file is HINTS.TXT. For Windows 95 
users, the file is HINTS.DOC. This file give 
information on completing the many quests 
of Ultima IV. 

Map: A version of the cloth map that shipped 
with the original game is represented as a 





BMP file. Use your favorite graphics display 
program to show this image. 
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Windows 95 

Action Strategy 

In this micro-mission of Meat Puppet, Lotos 
(that’s you) is trapped in the Eugenics Clinics. 


While there, her digital partner, Dumaine, dis- 
: de ad ind direct i covers that the Clinic has lost a valuable piece of 
: dif : technology in the sewers, where else? 
System require : Obtain the missing technology to complete the 
R Soundca his g mission. Along the way, collect flame thrower 
" and nerve gas upgrades—most creatures avoid 
the well-armed assassin. 
e System requirements: Pentium 90, 16Mb 
Warlords Il: Reign of Heroes RAM, Soundcard. This game is controlled with 


Windows 95 the mouse. 

Strategy Player Controls 

Starting with a single hero and a modest selec- You've got a choice between CURSOR-FOLLOW 
tion of armies, build up your forces and cap- mode or MANUAL mode. 

ture enemy cities to push back the evil hordes The first is great for running through open spaces, 
of Lord Bane and Lord Sartek. Either that or gymnastics, and shooting on the run. For more 
stage an epic campaign and vanquish your precise character handling, toggle to the MANUAL 
enemies to take over every city on the map. control mode and use the cursor keys to orient the 
Warlords III offers a wealth of game play character. Both modes use the mouse for targeting. 


options, intricate strategic detail and many sce- Using CURSOR-FOLLOW mode is simple. Lotos 
narios to choose from in a variety of settings. moves in the direction of the cursor as long as 
System requirements: Pentium 75, 16Mb you press the walk, run, or flip keys. Tumbling is 
RAM, Soundcard. This game is controlled always based on the direction Lotos faces. 
with the mouse. Toggle between modes = BACKSPACE KEY- 

BOARD DEFAULTS FOR MANUAL MODE 

Walk = UP 

Run = CTRL+UP 

Turn = LEFT/RIGHT 

Jump = CTRL (single tap) 


flip/roll = SHIFT+UP/DOWN/LEFT/RIGHT 
Bape 4ted punch/shoot = LEFT CLICK/DRAG 

- * toggle weapon = SPACEBAR 

push button, action. = LEFT CLICK WHEN TAR- 
GET CURSOR CHANGES STATE 
scroll = RIGHT DRAG (ALLOWS FOR SNIPING 
AND LOOK AHEADS) 
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DOS TROUBLESHOOTING 


The most likely cause of any problem is a shortage of 
conventional memory. This has nothing to do with how 
much RAM is on your system, but how it’s set up. To find 
out how much is available for the games, type MEM 
/CIMORE. Look for a line that reads LARGEST EXE- 
CUTABLE PROGRAM SIZE, if it’s over 550k then everything 
should run. If it’s under that figure, you'll need to edit 
your system files to sort it out. 

The easiest way is to use the MAKE BOOT DISK facility 
found on most game installation menus. If you'd pre- 
fer not to do that, then you'll need to manually edit 
your two configuration files - the CONFIG.SYS and 
AUTOEXEC.BAT. 

To do so, type EDIT CONFIG.SYS and EDIT 
AUTOEXEC.BAT. In the CONFIG.SYS file, the most likely 
culprit is EMM386.EXE. You don’t need it for the majori- 
ty of games, so put REM at the start of the line. This will 
disable it. In the AUTOEXEC.BAT look to see if you are 
running SMARTDRY, if it's there, put REM at the start. 
These two simple measures should overcome most 
problems. If you're still running short on conventional 
memory (the game should give you an error message 
telling you how much more you need), then a boot disk 
is the best solution. 

THE PC POWERPLAY CD - The games on the CD are 
designed to be run in different ways. Some can be run 
straight from the disc, while others need to be installed. 
Games requiring installation will usually prompt you 
with a choice of where it will install to, so take note! 
Many of the games which run from the CD will only pro- 
duce sound effects if you have a Sound Blaster compati- 
ble sound card set to default settings. That’s 99% of you, 
so if you get no sound you're best copying the game to 
your hard drive, then running the setup program - usually 
INSTALL, SETUP, CONFIG or SOUNDSET. As with all prob- 
lems PC, trial and error is the only true solution. Feel free 
to copy an entire game to your hard drive. All games are 
in the GAMES directory. Also copy a game from the CD if 
it mysteriously refuses to install. Then run the INSTALL 
file from the hard drive. 

DISCLAIMER - All possible care is taken while select- 
ing, testing and installing the software which is includ- 
ed on the PC PowerPlay CD. Next Publishing accepts 
no responsibility for data loss or other damage which 
may occur during its use. If your CD is clearly faulty, 
send it in for free replacement to: 

PC PowerPlay - CD Returns, 

PO BOX 634, Strawberry Hills 

NSW 2012 
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sidelines 


The attendance figures of the Atlanta E3 of 1997 
has dropped alarmingly from previous shows. 
The 96 E3 in LA boasted attendance figures of 
over 57,000 people, while this years clocked in 
at just 37,000. The main reason for this is the 
relocation of the E3 venue to Atlanta, on the 
east coast of the US. The west coast is consid- 
ered the unofficial centre of the software enter- 
tainment industry, with many of the big houses 
based there. Attendance figures affect how 
developers plan their stands, so it'll be interest- 
ing to see how next year’s show shapes up. 


Too late to be included in this issues review, we 
were notified that an expansion pack is in the 
works for Bullfrog's Dungeon Keeper. Planned 
for the pack is new monsters, new levels and 
scenarios, and other new features. Nothing 
regarding these new features has been released 
as yet, so if you want to take an active role in 
the development of this add-on (in particular to 
fix combat), get busy and email Bullfrog now! 


Part 2 of the Microsoft vs the OpenG! API saga 
which has so far featured John Carmack’s and 
John Romero's call on Microsoft to support the 
OpenGl API in Win 95 and NT. Microsoft recently 
displayed at their Meltdown conference a GL 
Quake version utilizing Direct 3D (Microsoft's 
standard). While it did run a little slower than the 
Open Gi version, Microsoft are adamant that it 
Could surpass this if actively developed for Direct 
30. Apparently, Microsoft offered the code to id's 
Carmack and received no response. Microsoft has 
also offered to help work on a Direct3D version of 
Quake 2. We'll keep you posted as to the next 
chapter of this little tiff, and whether or not a 
Standard will be settled upon. 


Electronic Arts, that company parent to many of 
the gaming worlds bigger names, has added 
another trophy for display. Acquiring Maxis for 
US$125 million late July, the purchase puts 
Maxis in the company of such houses as Origin, 
Bullfrog, EA Sports, and Firaxis. The real thing 
to watch with this move however is whether or 
not Maxis’ production habits will be much 
affected by EA's deadlines. Maxis are known for 
taking their time in releasing their detailed 
brand of Sim games. 


It was a Dark 


& Rel 


You've heard us go 
on about just how 
wonderful Dark 
Reign is for months 
now, and you're all 
probably dying to 
finally get a good look 
at the game that 
everyone is talking 
about. While the final 
release is slated for 
mid October, the very 
cool people at 
Activision are putting 
an event together called Dark 
Reign - Gamer Nights to give us a 
really good sneak preview of Dark 
Reign. A worldwide exclusive 
event, Activision have chosen 
secret locations and a limited num- 
ber of participants to keep the 
night intimate and fun. 

Dispense of all images that come 
with a launch party, for a launch 
party this is not. There will be no 
little triangle nibblies and red cor- 
dial on tap, nor boring PR speech- 
es accompanied by rather stale 
looking slides. No, this is a pre- 
view of Dark Reign that will be 
demonstrated by the makers of 
the game themselves! Flying out 
from the USA for this event is the 
producer, Greg Bourrad. Joining 
him will be a large chunk of the 
Australian co-development team, 
Auran. They'll talk you through 
the making of it, as well as give 
you hints and tips that will no 
doubt aid you in your DK skills 
when it’s finally released. Not only 
that but there will be freebies 
(including autographed posters 
and the like), videos, and dancing 


bears! Okay, there won't be any 








gny night... 


dancing bears, but you will get to 
talk one on one with many of the 
people behind the title, and maybe 
even bump into us! Cool, eh? 

The event is limited to 500 peo- 
ple for each of the evenings, so get 
in real quick with your registra- 
tion! To prevent the no-doubt thou- 
sands of people trying to crash the 
event, there has been a special 
mailbox set up to deal with regis- 
tering your invitation. Email dark- 
reign @activision.com.au to get all 
the details regarding the where is 
and when is questions for the 
event. The dates are as follow: 
Melbourne - 16th September and 
Sydney - 
Unfortunately, you’re either going 


17th September. 


to have live in these cities or make 
your own way to them to attend. At 
time of press Activision were work- 
ing on a Brisbane Gamer Night, so 
all those in Brisbane direct all 
queries to the same email address 
given above. 

The most attractive aspect of the 
night though won't be appreciated 
till well after the event. Picture 
this: when you totally cane some 
guy from the US in a rather com- 
petitive multiplayer 
game, you mention 
in passing that “The 
guys from Auran 
taught me all I 
know”. As the yank 
hurls abuse and 
threatens you with 
mail bombs, you can 
sit back, grin, and 
remember what a 
great night you had. 
See you there! 
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The new iNFRA2400™ from Creative 
is different from your average 16x 
speed drives. Not only does the 
iNFRA2400™ take off at 16x speed 
but it sustains this speed across the 
whole CD. 


It also has an Intelligent Speed-on- 
Demand function that automatically 
monitors and adjusts rotational 
fs. speeds to accommodate for scratched 
» or poor-quality discs and to smooth 
out Video playback from a disc. 


Unlike other drives that claim 3 4 > Pp Control 


16x speed, the INFRA2400™" . Creative has also made the iNFRA 
transfers data constantly at 2400 KBytes/sec from the inner more user friendly by adding a useful Remote Control. Adjust 


edge of the CD to the outer edge - which means sustained your Sound Blaster volume, play, skip, forward and rewind 
peak performance. your CD tracks or imitate your mouse pointer all through a 
credit card size Remote Control. 


Distributed by: 
Creative Pacific Pty Ltd 32-34 Dickson Street, Artarmon NSW 2064 
Tel: (02) 9906 8887 Fax: (02) 9906 5577 Web Site: http://www.cppl.com.au 


iC THE NEW 


sidelines 


Luscious Jackson, the all-female rock group 
that have made inroads with their latest album 
Fever In Fever Out, will lend their vocal talents 
to an interactive movie (oh dear) named Enemy 
Zero. The game, which is causing quite a buzz 
in the industry, is heavily reliant on audio 
effects and soundtrack to give the game its 
particular feel. We all know that big name rock 
stars make not a game great, but we're keeping 
an eye on this one. 


While this won't necessarily put to end the con- 
sole vs PC debate, it will give us a hell of a 
good platform from which to compare the two 
even closer then before. We've already brought 
you news of a PC version of Nintendo 64 title, 
Shadows of the Empire. Just announced though 
isa PC version of the Nintendo 64 title Turok 
Dinosaur Hunter. Using just about every graphic 
feature of the 3Dfx chipset, Turok PC is looking 
absolutely stunning. Previews soon 


While most graphic adventures today that make 
use of full audio sound include subtitles for the 
speech, Zork Nemesis did not. Given that Zork 
has it roots in heavy text-based gaming, and 
that a large number of the hearing impaired 
gamers requested it, Activision have released a 
patch providing subtitles for the game 


The classification/censorship of games contin 
ues to be a blight on our otherwise perfect 
lives. Reader Anthony Larme was so incensed 
by the stupidity of the situation that he’s made 
this excellent web site 

http://www. ozemail.com.au/ ~ larme/phdanger.htm! 
Be warned though, graphic screenshots of 
banned games are to be found here 


Psygnosis must think we've really got it in for 
them... In our Wipeout 2097 review in issue 14 
we carried on about how the Playstation version 
had smoke trails (very important), but none 
were in the PC game. In the documentation we 
didn't get it apparently states that by pressing 
F4 these smoke trails will appear. Also, in the 
E3 report we told you about their forthcoming 
“Formula 1 98”, when in fact the game is 
Formula 1 97. Got that? 


PC PowerPlay 


What the hell is a 
“Sojourner” anyway? 


Are you one of 








Derek Smart, the 
Battlecruiser guy, sent us 
this shot from his game 
showing Mars, with the 
mouse cursor pointing to 
the spot where Pathfinder 
» landed. Neat huh! 


those avid computer 
nuts that sits in your 
backyard, gazes up 
at the heavens, and 
wonders what kind 
of beautiful body 
makes up the pro- 
cessing power of the 
satellites, probes 
and shuttles that 
orbit our beautiful 
Earth? Yes? No? No 
matter, for an 
incredibly interest- 
ing little bit of factu- 
al knowledge you 
can whip out at a 
party (or even on the 
street) concerns the 
computer hardware 
that is bundled with 
Pathfinder - the 
Mars probe that finally touched 








































Top TEN GAMES 


Rank Title 
Developer / Distributor 


™ LM 
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SCI / Hilad 


He 8 C&C RED ALERT: COUNTERSTRIKE 


WesTwooD / SEGA OZISOFT 


HEM) 2 «(DUNGEON KEEPER 


INTERPLAY / ELECTRONIC ARTS 


3 X-WING v. TIE FIGHTER 


MHz. The Sojourner (the rover Coe 
LUCASARTS / METRO GAMES 


HE) =5 «NEED FOR SPEED II 


ELECTRONIC ARTS / ELECTRONIC ARTS 
RM 6 quake 
ID SOFTWARE / ROADSHOW 


41 INTERSTATE ‘76 


ACTIVISION / ROADSHOW 


=5 DUKE NUKEM 3D ATOMIC 


ID SOFTWARE / ROADSHOW 
Ey 14 DIABLO 
BurzzarD / DATAFLOW 


ET 4 sBLoop 


GT INTERACTIVE / ROADSHOW 


down in July of this year. You'd 
think that the Pathfinder would 
lay claim to the utmost in sophis- 
ticated equipment, and would 
put the home user to shame 
(remember, the USA has access 
to alien technology which is reg- 
ularily tested out at Area 51) 
Nay. You'll be suprised to learn 
that the computer, a custom 
made board from Lockheed 


Martin, runs at a blistering 20 


that left the Pathfinder to explore 
the Martian surface), uses an 
ancient Intel 80C8s5 chip - the 
old eight-bit processor. While the 
muscle power is fairly weak, the 
memory blows the typical PC 
away. Pathfinder uses 128 Mb of 
RAM as it must store the soft- 





ware and communication data, as 
well as all those pretty photos 
that are relayed back to Earth 
Also, this is encased in radiation 
protected shells and is impervi- 
ous to the perils of space. Don’t 
be too miffed or disappointed Week ending 27th July 


either - as while this is one of the 
The ACER best selling charts are carefully compiled from a sample panel of retailers selected 
across Australia including mass merchants, department stores, specialty software stores and 
independent outlets. Retailers surveyed include Myer Grace Bros, David Jones and John Martins, 
K Mart, Target, Big W, World 4 Kids, Harvey Norman Computer Super stores, Blockbuster, 
Brashes, Video Games Heaven and Games Wizards ©1997 


more technologically advanced 
probes launched, it has more 
than enough power to perform 
its functions in exploring the 


Martian surface. Charts supplied by Australian Computer Entertainment Review 








Is TEN down for the count? 
We gamers have been expecting it, 
so the news that the San Francisco, 


California online gaming service 
TEN is in deep trouble is not so 
shocking. TEN has fragged about 15 
employees including the abrupt 
departure of editor Chris Lombardi. 
Lombardi is a well-known gaming 
press veteran. Ten is now down to a 
staff of 80 and there are some other 
changes going on. TEN was the first 
on the Web to offer online gaming 
and company spokesman Garth 
Chouteau says what they are doing 
now is “streamlining” their opera- 
tions. Behind the scenes the talk is 
that while TEN sticks to its policy of 











charging a flat rate monthly fee, not 
enough gamers are buying in. First 
of all, the original monthly fee was 
$29.95; just recently TEN dropped 
that price to $19.95 for all-you-want- 
to-play Command & Conquer: Red 
Alert, Blood and some dozen other 
games. TEN has some 30,000 sub- 
scribers while freebie sites has hun- 
dreds of thousands of visitors. Other 
online services are having as much 


problem making any money as TEN. 


Recently TEN’s competitor MPath 
dropped their flat rate fees and went 
to an all advertising supported site 
(with the exception of a tournament 
area). TEN spokesman Chouteau 
says they plan on sticking to their 


| abandoned its game 





business model guns, at least for 
now. In the meantime, TEN is push- 
ing ahead with its acquisition of the 
recently failed game design house 
Any River Entertainment. Any River 


| was the startup company of one of 


the original Electronic Arts founders 
Stuart Bonn. Any River's first game 
A Fork In The Tale turned out to be 
a royal pain in the financial tail since 
nobody bought it and now financial- 
ly troubled TEN wants Any River. 
Isn't TEN up the creek far enough? 
Well, the San Francisco Chronicle 
newspaper says that really TEN 
wants access to Any River's $6 mil- 
lion line of credit. 


GT want their MTV 


Even though Viacom 


| Abe, 
making operationsa e { 
few of the games they 
were working on will live, in part 
thanks to growing game giant GT 
Interactive. GT has gone a buying 
spree, which included buying up 
some MTV games that were put on 
hold when Viacom closed Viacom 
New Media last year. Now GT owns 
the publishing rights to Beavis and 
Butthead as well as the stylish Aeon 
Flux. I have seen the early work on 
Aeon Flux and it has great potential. 
Games under both these licenses 
will hit the stores in early 1988. 
Also, GT has bought game design 
house SingleTrak Entertainment, a 





Sen. Lauch'- the 
anti-fun guy 








Utah company best known for 
Twisted Metal and Jet Mot. Their 
first GT game will be for the 
Playstation called Critical Depth. 


Sierra buys Half-Life 

The number one gaming house 
on the planet, Sierra, not only cre- 
ates good to great games, it also 
buys them. Such as the case a cou- 
ple of weeks ago when Sierra 
bought the publishing and distrib- 
ution rights to Half-Life, the highly 
touted Quake engine game from 
Valve. Sierra says that the design- 
ers have only used the Quake 
engine as a beginning and have 
done a lot of work themselves in 
order to make it one of the most 
technologically advanced enhanced 
games on the market. This will 
come about with the help of Ben 
Morris and his WorldCraft compa- 
ny which Valve bought just a cou- 
ple of weeks ago. Morris is well 
known in game design circles and 
WorldCraft is a top of the line 3D 
game level designer which will be 
bundled in with Half- Life. Also, 
cyber-punk author and journalist 
Marc Laidlaw has been brought on 
board to develop Half-Life’s story. 
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It is mid Summer in the UK and 
this is the time of the year 
when we see quite a few 
releases but not much news. 
Over the last few months we 
have seen a massive prolifera- 
tion of new development teams 
that are headed by veterans 
who have impressive track 
records. One team to look out 
for have three ex-Bullfrog mem- 
bers and with Peter Molyneux 
himself, heading his own team, 


there are - can you believe it - 


4 splinter teams, plus you have 
the original Bullfrog who are 


still up and running. 


ong 
Mucky Foot 


PRODUCTIONS tta. 


Ex- Bullfrog 


MuckyFoot have an interesting 
game in development although 
no screen shots will be available. 
Their on going project is called 
Dark City and in their words it is 
an exciting new title for PC and 
Playstation, which will elevate the 
beat-em-up genre to new levels 
and will also feature multiple 
adversaries, full scenery interac- 
tion evolutionary character A.I. 
and will be set in a hugely atmos- 
pheric 3D city. As you can see it 
comes with the usual spiel, but 
you must believe what they say as 
they have already created some of 
the best titles to hit the scene. 
Their mission statement is, “the 
establishment of a software house 
dedicated to the creation of truly 
original interactive games from 


their own refreshingly unique 


perspective. With over a decade of 
design, programming and team 
management experience at the 
highest level, more that 20 com- 
pleted games and over 
1,000,000 unit sales behind 
them, Mucky Foot intends to 
make it’s own distinctive muddy 
mark on the games business. 
Believing that quality software 
can best be developed in a small 


friendly team environment 


Speed Thrills 

The fascination for racing 
games goes on and on. If you 
thought that Grand Prix 2 was the 
benchmark then wait until you 
see Power F1 from Eidos. It is 
pretty amazing and the version | 
saw that recreated all the tracks 
and locations was running with- 


out any 3D cards, merely using 





Direct 3D. You have a great bal- 
ance of racing and management 
of your car and apparently 
McLaren have worked hand in 
hand with Eidos to ensure you 
really get something special. It is 
due out around October but a spe- 
cial feature will be coming up 
soon with the developers in 
France. Watch out also for The 
Track Pack, from Instant Access 
an add on pack of new tracks to 


run alongside Grand Prix 2! 


Told yer! 

After supplying you with an 
exclusive on the game Art of 
Flying from Blue Moon based in 
Estonia, I can now inform you 
that ex DMA founder member 
Tony Smith, along with ex-Kick 
Off man Brian Van De Peer have 


set up a UK arm for the company 


ive a quite impressiv 


iS prett 





screens shots 


working on what everyone is say- 
ing is the most impressive new 
engine to hit the scene. Their first 
venture will be an all terrain rac- 
ing game and I will bet anyone 
who cares to take me on that this 
will break new ground when it 


appears at the end of the year. 


End of the World - 
Millennium 

Great name for a developer. 
Millennium, who go back to the 
Commodore 64 days and have had 
titles such as James Pond, Pinky, 
Archipelago, Brutal Sports and zil- 
lions more, have recently turned 
developer only after being a pub- 
lisher for 10 years. Having nearly 
completed BeastWars, the follow 
up to Transformers, a cult series in 
the US, for Hasbro have now been 
bought out by Sony! 


Welcome to 
the new landscape 


of War. 


CAVEDOG ENTERTAINMENT ., 


PRESENTS... 





The New Landscape Of War 


In a distant part of the Galaxy, the 
Core and the Arm continue a thou- 
sand year battle over long forgotten 
ideals, destroying everything in 
their path... 





TOTAL ANNIHILATION is a real-time 
war game featuring true 3D terrain 


Giant 3D environments, including 
extra large maps for 32 meg users. 


and run-time generated 3D units. 
Tanks drive up and over hills, tilting 
and rocking with each bump in the 
landscape and impact with enemy 
weapons. Battle on diverse land- 
scapes, including lava worlds, ice 
planets, desert valleys, alien tundra, 






Over 150 units 


os towering mountain peaks and vast 
: and 50 missions. 


ve island-dotted oceans. Build defenses 
‘ high in the hills for a better view and 
a better shot. Giant Bertha cannons 
pound the enemy from across the 
world. Planes bank and dive in 
intense air-to-air combat. Amphibious 





tanks drive into and dive under water 


Full complement of land, 


for surprise attacks. Download new 
air and sea units. 


Bao reinforcements from the web and 
"¥ swarm the enemy with hundreds of 


ever evolving units. 


TOTAL ANNIHILATION’S 3D landscape 
is a revolution that demands deeper 
strategy and generates more realistic 


Extensive multi-player support 
including ‘Watch and Join modes’. : 
a experience the new landscape of war! 


game play. Mobilize your forces and 


<avedag 
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WWW.Cavedog.com 





a GT Interactive company 
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David Jones ELECTRONICS 
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The forest’provides perfect 
cover for surprise invasions. 
Control the high gfound. a 


ss 






3D tanks move smoot 
over the hill as they 
move into position. 
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BSCRIBE 


Why you should SUBSCRIBE to PC PowerPlay: 
1. Save money. 


Money is good, more is better. Subscribers save 35% off the newsagent price. That's smart. 


2. It’s easy. 


The best things in life are home delivered. The easy ways the right way. 


3. It’s quick. 


Get PowerPlay before all your mates do. Be hated that little bit more. 


4. Cool prizes. 


Get good, big, free things. 


Thanks to PowerPlay # 12, you already know all about the 


Sound Blaster AWE 64 GOLD. 


It’s the god-king of game sound cards. With 4Mb of RAM on board and 64 wave-table voices, this plug ‘n’ play 
card will bring out sounds in your favourite games that you've never heard before 


Worth $400, the AWE 64 GOLD uses the EMU 8000 chipset for digital effect Besides being a hell of a nice 
sounding techyword, the EMU 8000 « nables digital effects with a clarity and range that leaves the old SB16s 
and AWE 32 way behind 


If you're serious about games then you need one. But hey, games aren't about being serious, they’re about 
relaxed fun. So subscribe this month and you could WIN an AWE 64 GOLD the relaxed and easy way - free 


Creative Pacific have given us 2 to give away. 


So subscribe or renew and you could be a winner. Wouldn't that be nice 


Issue #14 winners (Creative Videoconferencing kit): 


Robert Collier, Ingleburn NSW 
Paul Matthews, Charters Towers QLD 








COMPETITIONS 


Dungeon Keeper 


Dungeon Keeper 


After what seems an age, DK final- 
ly made it out of the dark dank dun- 
geon that is Bullfrog HQ, and the 
result is an eminently playable game 
stamped all over with their unique 
style of humour. Our reviewer made 
it out of his thorough play test huge 
grin intact. We think you'll enjoy this 
game just as much as he did, as do 
Electronic Arts who have graciously 
given 6 copies to us so that we can 
give to you. 

Q. Who headed the Dungeon 
Keeper development team? 


Warlords it 


PC PowerPlay 
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Betrayal In Antara 


RPG fever has hit us once again, 
with the RPGers gaming chest get- 
ting the attention it deserves. Sierra 
have added their contribution to the 
coffer with Betrayal In Antara, a 
game that chronicles the adventures 
of Aren, and his quest to harness 
the magical ability within him. The 
ever helpful and friendly people 
from Metro Games have given us 6 
copies to send your way. Just answer 
the question 
Q. Which game is Betrayal in 
Antara a sequel to? 


Entries to: 
PC PowerPlay 

Reply Paid 634, 78 Renwick st. 
Strawberry Hills NSW 2012 





Warlords III 


This is from another fine bunch 
Australian game developers getting 
their heads down and making us proud. 
It's been a long time since Warlords II, 
and we've all been waiting for some 
more of that turn based strategy magic 
Likened to Heroes of Might and Magic, 
many people get it wrong and call 
Warlords a rip off of the New World 
game. Nay, Warlords set a standard 
amongst the fantasy strategy genre 
many many years ago. Thanks to 
Dataflow we have 6 copies to give away. 
Q. Which developer brought us 
Warlords I11? 





Cyberman 2 


Logitech care as much about visu- 
al aesthetics as they do functionali- 
ty, and it shows. They also care a 
whole lot about comfort, present in 
abundance with the Cyberman 2. 
Not only do you get a product that 
is modern and futuristic in applica- 
tion, it looks the part too! Dataflow 
would like one lucky reader of this 
fine magazine to put both hands on 
the trademark mounds and play 
their way to the top of the multi- 
player ladder. 

Q. Which demo comes with the 
Cyberman 2? 
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SPECIAL PREVIEW 


Powert 


Speedboat sim 
| 1-TBA a 
Eastpoint Software/Interplay 
Late ‘97 


Derek dela Fuente talks to the 
development team Eastpoint 














| ships and an aircraft carrier dock- 
| ing, or how about getting a view of 


Powerboat requires a 
highly skilled and moti- 





Software about their exciting new 
| title, Powerboat. 


Try to think of a Powerboat racing 
game on computer or console and 
| you won't get far. Only one springs 
| to mind and that was from Accolade 
about 3 years ago, when the PC was 
at a low ebb and graphic cards and 
the machine's processor was hover- 
ing around the 386 mark. Now with 
PC super specs to work with, along 
| comes Eastpoint Software with a 
| very impressive looking sim-come- 
arcade called Power Boat. Coding a 
car racing game looks easy in com- 
parison to what these guys are 
about to offer. From Moscow to 
Mount Fuji you have locations 
galore with climatic conditions that 
not only look impressive, but have 
been researched down to the last 
floating buoy! 

When the game finally arrives it 
will have the endorsement of a 
major sponsor, but already that 
pales into insignificance when you 
see how much design work has 

| gone into this. Fancy taking a look 
at the bay in New York with tanker 





Powerboating in all its glory 





EERE Light, shade, reflections. it looks great 
PC PowerPlay 


Japan, viewing the underwater 
aquarium. Better still, you can see 
Harleyford Manor, which is where 
the European office of Interplay is 
set, just by the side of the water... 
You may even see Allison Grant 
(PR lady from Interplay) waving 
from the window as you take con- 
trol in a real time 3D world of one 
of a number of powerboats. With 
endless scenarios, oodles of video 
sequences, solid game play and 
some dangerous action — what 
more would you want? The best 
way to see what is on offer is to 
speak to the team in charge, so it’s 
over to Eastpoint... 


We hove had loads of racing 
games, but none springs to 
mind using powerboats or on 
water, con you give a reason 
for this - is it so much harder to 
create an aquatic world, etc.? 

Most people shy away from water- 
based games, because getting water 
movement in a 3D world is such an 
enormous challenge. Coding the 
real world is damn complicated, 
but we've got an amazing water 
effect. In fact, it’s not 
an effect, our power- 
boats and other objects 
actually interact with a 
real water motion. This 
is a big code and 
graphic task, and very 
demanding on the 
processor. We've got 
the cool features as 
well as water - real con- 
tour sensitive shadows, 
reflections, trackside 
events and all that, 
most of which you 
don’t get in your aver- 
age race game. So it’s 
difficult, but I also 
think it’s not been 
done before because 
they've lacked belief 
that it could be done. 
Everyone should set 
goals beyond what 
seems currently possi- 
ble. And we've got a 
publisher- Interplay - 
that believes in us. 






Obviously 
the aerodynom- 







ics, inertia and 
recreating the way a boot reacts 
in woter is a lot harder than on 
land, so what type of expertise 
have you used to create a realis- 
tic look and feel? 

It’s just a matter of getting a 
physics model for the objects, and 
making them interact correctly 
with the 3D world. The problem is 
the fact that the water moves and 
provides different physical effects 
when you hit it, sink through it, 
float on it - making the boats float 
or sit properly has been a major 
achievement. 

Anyway, once you've worked out 
how to do it, you're laughing. It 


“We are also fortuna 


vated art team, which | 
am pleased to say we 
have here. 

The engine is 
fully light sourced 
and Gouraud 
shaded. They 
all play a big 
part in the 
game. 
Gouraud shading for instance 
makes the boats look smoother and 
more solid. The thing about light- 
ing is that light creates shadows, 
and shadows give depth and 
because they're contour sensitive, it 
creates another level of realism. 
Reflections are also crucial. You 
look at some of the objects bobbing 
in the water, like the buoys, the 





te enough to be based 


just a couple of miles from a power boat 
circuit, which hosts national and interna- 


tional meetings, so we get to investigate 
the pits and study the boat behaviour and 
chat in the bar to enthusiasts” 





just takes a long time (laughs). We 
have created Powerboat to have a 
real 3D environment, e.g. real 
water dynamics, buoyancy/gravity, 
thrust. Expertise comes from 
extensive knowledge of maths, 
local Powerboat drivers, mechanics 
and experience. 


What type of packages have you 
used ond hove you utilised any 
high tech hardwore like scanners 
or Motion Capture to aid things? 
Our textures are all hand crafted! 
Everything in Powerboat has been 
achieved using the most basic equip- 
ment - a dedicated hi-spec brain, two 
hands, a PC and lots of zeroes and 
ones. And playing loads of games. 


light and shade and texturing will 
play a big part in the look of the 
gome con you expand on this? 

We have spent 2 1/2 years devel- 
oping our art team. All textures are 
done by hand and then pixel bashed 
- no scanning at all. A game like 


boats or the giant air balloon in the 
New York track, which cast their 
shadows over the landscape. It's 
fantastic, especially when contour 
sensitive shadows and real time 
reflections can be seen in the water. 


Also have you written many spe- 
cialised tools - if so, what? 

We've written a comprehensive 
editor and converter, as well as 
producing numerous plug-ins, 
interfaces and editors to allow full 
editing within the game. Our edi- 
tor allows for the editing of 
keyframed and animated objects, 
the assignment of different light- 
ing effects to models, different 
sound effects to models and world, 
clip distance and model swapping. 
Basically, we can use our editor to 
change every possible attribute and 
effect in the game. 


Concerning the mechanics of 
the Powerboats, whot type of 
research have you done, are 










they modelled on the real thing 
ond hove you brought in any 
experts who ore familiar with 
racing powerboats? 

As well as sitting in front of 
approximately 100 hours of 
powerboat video footage, we have 
been in constant contact with our 
consultant, Steve Read - former 
publisher of Powerboat 
International, since day 1 of the 
project. Steve is world famous for 
action powerboat photography 
and having an interest in the 
sport for 32 years, I’m sure you'll 
find few more with his experience 
and knowledge. We also have two 
drivers who will be donning our 
colours. We work closely with 
these drivers to achieve the reali- 
sation and feel of the boats and 
boat handling. We are also fortu- 
nate enough to be based just a 
couple of miles from a power boat 
circuit, which hosts national and 
international meetings, so we get 
to investigate the pits and study 
the boat behaviour and chat in the 
bar to enthusiasts. 


What has been the hardest 
ospect of putting the gome 
together, the look or the way 
things respond and move, and 
has speed been a problem too? 

All aspects of the game have 
been challenging. Developing a hi- 
tech engine for the future and at 
the same time friendly with lower 
spec machines is not easy. 





Some of them even look normal! 


Powerboat will have utter playabili- 
ty across a range of specs. 

Achieving the correct look and 
feel has given us a number of 
headaches and at one stage we 
took the decision to trash two 
tracks and start from scratch. Real 
contour sensitive shadows and 
reflections coupled with transpar- 
ent water, a river bed, 3D polygon 
sky, all done in software, to my 
knowledge has never been 
achieved before. In this game, you 
can even go underwater and look 
up through the water at the scene 
above - and it all shifts and moves 
with the water! As I am sure you 
will appreciate, putting this tech- 
nology together has never been 
less than terrifying. 

I do not believe anybody would 
ever be satisfied with the speed 
attained with the engine in any 
race game. What we have achieved 
in Powerboat is to give the user the 
option. The higher spec PC you 
have the more effects you can use. 


Are any of the locotions real 
and if so, have you scanned or 
videoed the places and put 
them in the game? 

Most of the tracks in Powerboat 
are real, and are to a level where 
they are culturally correct. Japan, 
for instance, has a proper ‘Japanny’ 
feel, ranging from their wonderful 
hi-tech building structures to junks 
getting in your way as you zip 
round the circuit. In New York 
keep an eye out for the Statue of 
Liberty and New York Police 
Department cars. For a track like 
Monaco research was undertaken 
in the form of photographs and 
video footage of Monaco harbour 
taken specifically for the game. 

We've given a lot of attention to 
sound. There’s specially written 
music for each track, which really 
help hype up the excitement. Then 
there’s little sound bites for track- 
side events, and cool commentary. 
There's a lot of atmosphere gener- 
ated by the sound, and there's bits 
of humour which only get you 
after a few plays. 


Whose idea wos the game and 
what do you feel will be the 
selling point of the game - it is 
an arcade experience or a cross 
between o sim and a game? 

The game idea came from 
Managing Director Russell Ritchie. 
Russell has always had a keen inter- 
est in Powerboating and bought his 
first at the age of 16 (he won three 
games of snooker and paid fifty 


quid for it. First time 
out, he was doing 
about 40 knots when 
a hole appeared in the 
hull, rapidly followed 
by a huge jet of water 
streaming over his 
right shoulder. He had 
to beach it on a bank 
at high speed. 
Apparently the previ- 
ous owners had just 
covered the hole up 
with masking tape!). 
Being such an enthu- 
siast it was an ideal 
sport to base our first 
original around. 

The game has an 
arcade option which 
can be selected 
through the menu. 
The game only touch- 
es on a sim in terms 
of the way the scoring 
system works (champi- 
onship mode) and definitely in the 
way the boat handles and interacts 
with the environment and other 
boats. 


The specs within the game are 
pretty awesome with reflections, 
fly bys, day and nights, etc. etc? 

The complete version of Powerboat 
will contain specifics to allow each 
user to have an optimum set up for 
their machine. The user also has full 
control to pick and choose which, if 
not all, they will use. Our aim is to 
have the game completely playable 
(an acceptable frame rate) on a P20 
with no playability trade off. We 
would expect all features to be avail- 
able on software on a P166. 

Also, the user can trade one fea- 
ture for another. We are imple- 
menting Direct3D, which you know 
is probably slower than using card 
specifics. Some cards may also be 
supported. We are talking to some 
card manufacturers at present 
regarding the possibility of produc- 
ing specific card versions. 


what type of control interface 
will you have, and will you be 
presented with speed meters, 
instrumentation also what, if 
any, detailed info pertaining to 
the boats status will you have? 

Powerboat is fully instrumented, 
incorporating temperature gauge, 
which can be affected by damage, 
Powertrim (rather like changing 
manual gears in a road race game), 
which is optional, rev counter and 
speedometer. Powertrim is essential 
- it’s what gets you round corners. 
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The Powerboat equivalent of fluffy dice? 


On straights, the boat planes and has 
little adhesion. Powertrim kicks the 
nose down, getting the hull into the 
water so the boat is more steerable. 
In real powerboat racing the deceler- 
ation is terrific, coming down from 
100 - 110 to 30 in about 10 metres. 
Control interface will be key- 
board, joystick and steering wheel. 


whot is playing the game actu- 
ally going to be like? 

Race games are the biggest genre 
around. We have not previously 
integrated real water into a real 3D 
world, let alone get a boat to sit nat- 
urally on the water and interact cor- 
rectly with it. This is pretty 
thrilling. Being able to affect your 
environment and your opponents is 
really cool and exciting. Mind you, 


doing so may well have its conse- 


quences for the less skilled driver. 
Driving a powerboat in real life is 
an adrenaline experience way beyond 
any theme park ride. The track’s 
never the same, for a start, and your 
skill and concentration must never 
slip below 110%. And it’s very dan- 
gerous, not to mention spectacular. 
In Powerboat, riding and skipping 
through the air on varying crests of 
waves gives a new depth of feel to 
the race genre, and when you sub- 
marine - submarining’s when you 
get it all wrong, and nose dive under 
water - that’s something else again. 
As Paul McNamara (driver) said 


| after surviving a 360 degree flip, 


“BETTER THAN A WET DREAM.” 

Powerboat is awesome from 
every angle, and just wait until you 
see the sequel! 
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ollowing the first 

Warhammer, Shadow of the 

Horned Rat, this is not 
merely a sequel but a truly new 
game. Although this is based 
around the original 
Gamesworkshop licence, the pro- 


gramming team at Mindscape have 


more scope to make this the per- 
fect game after their first effort. 
With over 18 people working full 
time on this title, and having 
already spent a year, with another 
4 months before its release, if man 
hours were a mark of 
a good title then this 
would be a mega hit. 
When you walk 
into the Mindscape 
development offices 
you see 
Gamesworkshop 
mags, pictures, rule 
books and even 


games littered 


around the room. Jee 


; 





Stickers on monitors ii 
and even most of the \ ; 
personnel wearing va 


appropriate sweat- 
shirts gives you a 
feeling these guys 
know a lot about the 
classic board games. 
Jeff Gamon, the pro- 
ject manager, gave 
us a tour around the 
personnel with each 
individual being 
assigned a special 
task. “Everyone here is a dedicat- 
ed Gamesworkshop fan and most 
of us have sat for many hours 
and played Warhammer”, com- 
mented Jeff. “I don’t really 
believe you can produce such a 
specialised game like this with- 
out having been into them for 
many years and all along the line 
as the game evolves we present 
things for inspection to the peo- 
ple at GWS but this time around 
with Dark Omen we have a bit 
more latitude with the game, 
having learnt many things from 
the first product” 

I sat down with Jeff and asked 
him more about Dark Omen and 
what we can expect. 











(top to bottom) jeff Gamon, 
Mummy King, the team. 


Were you please with the first 
game and response you got? 

I was pleased with the reviews 
and general acclaim it got and lots 
of feedback from the Internet with 
its cult following but it did not sell 
that well. We certainly know what 
we did wrong and all that will be 
fixed. Warhammer is a big licence 
but the kind of people who would 
play the box game with miniatures 
are the same people who bought 
the game. The perception of 
Warhammer outside of the circle 
of people who know 
the game was ‘here is 
that heavy board 
game placed onto 
PC’, and they were 
put off by the fact 
that it could be a very 
heavy game and they 
) were right for it was 
an accurate interpre- 
tation of the board 
game. We stuck to 
the rule book and 
possibly this was a 
big mistake. It is still 
a great game but we 
are now writing a 
computer game and 
not a conversion from 
a board game and 
that is a big differ- 
ence. The reviews we 
—— got informed us that 
it was just like using 
the miniatures and 
playing the board 
game. What we have set out with 
Dark Omen is to write a game 
entirely for the needs of the com- 
puter player. We have interpreted 
the Warhammer rules in a differ- 
ent way to ensure top notch game 
play. The tactile experience of the 
board game is too slow for comput- 
er players, now you will get a game 
that is faster and more playable, 
especially with the action of the 
troops being more responsive. 


So will the game still appeal to 
Warhammer fans? 

Yes of course, although we have 
bent the rules we still use the 
Warhammer world and most of 
the important rules, spells and 








Dark Omen will be more user-friendly than the first 


Warhammer game was 


actions. We have written all the 
script, etc. The Warhammer 
licence allows us to use their 
imagery, elves, orcs, magic and we 
have some of the original 
Warhammer characters. 
Warhammer is so strong that the 
feel of it comes across even though 
we have created this game. It is 
still about looting bodies and 
killing and tactical awareness. 
People may ask why we did not 
merely add an extension pack? 
This is 100 percent rewritten, with 
a new interface that is a lot easier 
to use, better looking and more 
defined soldiers. We have really 
started from scratch and we hope 
people will look at the first game 
and say that was OK, but this 
offers everything that was wrong 
and offers a game that surpassed 
anything from say SSI. We have 
learnt for instance the interface 
was very hard to use on the PC and 
that put a lot of people off, now to 
direct your soldier and to execute a 
number of actions is far far sim- 
pler, more akin to the Playstation 
version which was exceedingly user 
friendly. We have researched Dark 
Omen heavily and feedback from 
people who bought the game, peo- 
ple who thought the game would 
be too heavy, etc. and we have 
come up with the perfect blend to 
appeal to everyone that likes this 
genre of game. The original design 
for Dark Omen became practically 
an RPG with the great characters 
and the battles becoming sec- 
ondary and that was not what the 


majority of the gam- 
ing public wanted, so 
we have changed it to 
hit the biggest part of 
the demographic mar- 
ket and what we have 
now got are great bat- 
tles with an excellent 
cast with the real abil- 
ity to use Weapons, 
position armies and 
have a lot of scope 
manoeuvrability when 


in battle 


And so what of Dark 
Omen technically? 
A follow up game is 
always better than the 
original, as you learn 
from your mistakes 
Dark Omen is our 
own concept and is 
based on a new exten- 


sion board game. 





Gamesworkshop like the idea that 
we have created our own battles 
and scenario and they have been 
eager to help. Technology has also 
advanced in the last 2 years and so 
we can now have full screen on the 
PC and use Direct X. We use pro- 
grams like Studio Max and we DO 
NOT optimise things down from 
the Silicon Graphics machines. 
What you see on the SGI is what 
you see on the PC and a P100 will 
be the base machine. We have 
written a lot of our own tools, like 
the graphical editor. Our 3D 
engine is based on Direct 3D pure- 
ly, so it supports most of the hard- 
ware. Because we have a fixed 
viewpoint in the game as regards 
the angles, things are pretty 
straight forward. We 
are developing both 
formats at the same 
time - Playstation and 
PC - and they look 
the same although | 
would say the anima- 
tion looks better on 
the Playstation but 
with Smacker on the 
PC playing back all 
the FMV sequences 
you will find this util- 
ity is very fast and ‘ 
effective. The PC now 
has a lot of rendering 
to do and with most 
people using a 
Pentium, update 
should be fast as 
opposed to the previ- 


ous game that 


chugged along. The special effects 
and the particle system we have 
used for explosions, blood and 
even weather conditions certainly 
make the game look and feel very 
nice and it is all totally scaleable. 
Only half of the battle engine 
remains and so 85 percent of the 
code is new. The magic system, the 
way projectiles move, detection 
and collision systems have all be 
re-written and even the AI has 
been enhanced. With the AI for 


instance in the first Warhammer, 





if an army were to reach a quag- 
mire, you would be informed you 
could not carry the cannon over it, 
now you will be able to advance 
for these type of restrictions really 
frustrated the user. Now instead of 
also being told you cannot do 
things, you are also informed why 
but generally you will find you are 
not restricted 


Derek dela Fuente 
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Expect a large dose of Warhammer 
style combat and opponents in 
this one 


PC PowerPlay 








h to be, Hank ‘Guts’ Carter and Stacy ‘Garters 
niral Worts Island power base. They'll Stop at 

ed and use whatever weapons fall into their 

dre armed to their enetically enhanced teeth 
e Wort himself, thats fome firepower! 
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’m not entirely sure how it has 

happened, but over the last six 

or so months I seem to have 
been appointed the unofficial 
PowerPlay RPG expert. I suspect 
that this inadvertent promotion has 
its roots in when I mentioned in 
passing how much I admired the 
Ultima games. Since then Ben has 
handed me Albion, Daggerfall, 
Wizardry Nemesis, Realms Of The 
Haunting, Dragon Lore 2, 
Shadows Over Riva, Betrayal In 
Antara, and next month it will time 
for Lands Of Lore 2. 

Despite the lack of sleep, I guess 

I can’t complain too much - they 
were all pretty good games (with 
one classic and one just so-so). 
Best of all though, this period of 
immersing myself in boundless 
fantasy nonsense has had the 
happy side-effect of me learning an 
awful lot about the genre. Not as 
much as our March Stepnik obvi- 
ously, who, by the way, is already 
contemplating moving to America 
if Origin decide not to set up a 
local version of Ultima Online. But 
I think I know enough to consider 
myself somewhat of an authority 


on the subject 


The question, then, that I have 
had put to me is this. There has 
been a resurgence of RPGs this 
year. What does the future hold for 
this increasingly important genre? 





What the hey is an RPG anyway? 


First though, for the uninitiated, 
what does RPG mean? Simply, it 
stands for “role-playing game”. 
This may seem quite an uninfor- 
mative label since every game, 
whether it casts you as a racing dri- 
ver in Grand Prix 2 or an invisible, 
omnipotent meta-being in Master 
Of Orion, is in essence a role-play- 
ing game. 

Delve a little further into the past 
and you will discover that RPGs 
have their origins in the paper and 
dice adventure of things like 
Dungeons & Dragons. I think it 
would be fair to say that without 
D&D we simply would not be play- 
ing the RPGs we are enjoying 
today. This may not be such a bad 
thing at all. My teenage memory of 
D&D is of a game of potentially 
infinite imagination that was fre- 
quently and predictably reduced to 
juvenile arguments over who can 


wield their +10 two-handed bastard 





sword with the most 
manliness. This legacy 
is one of the biggest 
hurdles facing RPGs 
right now. 

Small wonder then, 
that the first successful 
computer RPGs were 
hardly more than bare 
bones battle-fests. 
Games such as The 
Bard's Tale, the early 
Wizardry and Ultima 
titles, and SSI’s inex- 
haustible AD&D series, 
all took place in static 
lands of generic towns 
and formulaic dungeons 
in which the player felt 
like the only living thing. 
The gameworld was pre- 
determined and fixed 
resolutely in place. 


Yes, yes, | know we've been banging on 

| about these games for ages now, but really, 
if you haven’t played them yet then you | 
simply have no excuse. EA Classics have 
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re-released Ultima Underworld | & II 
together on one CD and you ought tobe | 
able to get hold of it for the bargain price 
of $30. Buy them now and lose yourself | 
for months in two of the greatest games_ | 
ever written. Go forth and spend, people, 

for PowerPlay has spoken. 
| 
| 
| 
| 
| 
| 
| 
] 
| 
| 
| 





Shops and people were 

always to be found in the same 
spot; monsters and dungeons never 
changed no matter how often you 
visited; time passed in the most 
basic way, switching from day to 
night every so often, but each day 
was identical to the next. This 
inflexibility left the player with the 


routine task of walking around, 
while the computer just sat back 
and rolled the dice, as it were. 


Be irleniis 
ation of RPGs that fol- 
lowed these early ones understood 


More bl 


The gene 






this, and the better ones went quite 


(top) Bard's Tale 

(middle) Ultima IV - gypsy’s house 
(bottom) Ultima VII 

Generic towns & formulaic dun- 
geons marked the old RPGs...but 


they were still plenty of fun 


PowerPlay 
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(main) Realms of the 
Haunting 

(top to bottom) Daggerfall, 
Albion & Shadows over Riva. 
Modern RPGs - heavily 
breasted, scantily clad 
females and gruesome 
monsters...every 12 year 


old’s wet dream 





some way to realising it, too 
Initiating this trend in an exem- 
plary fashion was Ultima IV, fol- 
lowed by Ultima V, then Ultima 
VI, Ultima VII, and... er... Ultima 


designs the world and describes 
the action). Of course, technically it 
remained the same cold, calculat- 
ing machine (it is still just a com- 
puter, after all), but the impression 


Underworld. The great achieve- 
ment of the Ultima games was that 
the computer was transformed 
from dice-rolling automaton into 
an inventive Dungeon Master (the 


it gave of being otherwise breathed 

so much life into the game world 
Origin were not the only people 

created such classic RPGs. Later, 


Westwood (Lands Of Lore) 


D&D term for the person who 





Surely I’m not the only person to have 
thought of this, but while I was playing 
Tomb Raider on my Playstation I was for- 
ever thinking what a superb RPG this 
graphics engine could create. Can you 
Tomb Raider engine? With you wande ring 
around chatting with people and entering 
different shops and buildings? With seam- 
less joins between towns and countryside, 
countryside and dungeon? With a plot and 
history that matches the depth and realism 
of Ultima? That's my perfect RPG. 

My other pet hate is statistics. They only 


and because game designers are too lazy 
and dull to come up with something a tad 
more interesting and evocative. Instead of 
telling me I've just taken 12 hit points of 
damage, show me my cut and bleeding 
|| shoulder that needs bandaging (or perhaps 
stitching) and will restrict my movement 
until it heals. Death to all statistics! That's 
| my perfect RPG. 


| 


imagine an entire city constructed with the 


exist as a convenient carry-over from D&D, 





PowerPlay 


Bethesda (Elder Scrolls), 





and Sir- 
Tech (Realms Of 
Arkania) would go close 
to matching Lord British 
and his underlings, but 
the Ultima series was 
consistently the best. 
Even recent titles by 
these developers, like 
Daggerfall and Shadows 
Over Riva, have been 
firmly rooted within 
quite traditional RPG 
boundaries. Thanks to 
hardware and other tech- 
nical advancements, 

they may be bigger and 
better-looking than their 
predecessors, but they 
do nothing that Ultima 
IV hadn't already accom- 
plished over a decade 
ago. In fact, in many 
ways they are inferior. 

It will surely be fasci- 
nating to see how new 
titles like Lands Of 
Lore 2 (previewed on 


page 38), Bethesda’s 





Daggerfall sequel - Battlespire, 


Red Guard, Forsaken, and the 


much-vaunted Dark Project from 
Looking Glass Technologies, have 


learned from past experience and 


can respond to the challenge 


Origin are throwing down in the 


shape of Ultima IX and, of 
Ultima Online. 


course, 


RPG 


Mention of UO leads me to per- 


Temple of Fir Firun at Riva 
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haps the most interesting develop- 
ment in the last year. That is, the 
growth and, well, I guess it’s still 
too early to say success, of Internet- 
based RPGs. Here, the computer is 
taking a significant step away from 
being a DM. In the likes Ultima 
Online, Meridian 59, The Realm, 
tc, the computer acts as mere facil- 
itator. Relegated to the position of 
medium for other players, it may 
no longer be required to simulate 


SiGis 
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Role-playing 
games have cer- 
tainly come a 
long way since 
their ever-so 
humble begin- 





nings. One of the most popular games on 


| the first PCs in the early 80s was Rogue. 


Throughout seemingly infinite, random 
dungeon levels, the player (a smiley ASCII 


|| character, believe it or not) hacked and 


|| slashed their way past hordes of monsters, 
| quaffing potions and plundering treasure. 


Nowadays, thankfully, PCs are far more 


|, powerful and the games we play are much 


more cerebral and challenging. In Diablo, 
for example, throughout seemingly infinite, 
random dungeon levels, the player hacks 
and slashes their (uae 
way past hordes 
of monsters, 
quaffing potions 
and plundering 
treasure... Damn! 
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any of the gameworld’s population. 
Instead its task might be just to 
enable the players to genuinely and, 
this is important, directly interact 








Address 
Phone 
E-Mail 


with each other. 

But is this the 
inevitable future for 
RPGs? Increasingly, 
we're being told that 
the Internet and, conse- 
quently, multi-player 
gaming is the way for- 
ward. The obvious 
corollary is that single- 
player games will die. I 
wouldn’t be so sure at 
all. There are, with 
today’s technology at 
least (and, I suspect, 
tomorrow's and proba- 
bly next week’s as well), 
irreconcilable factors at 
issue. Theoretically, 
multi-player games can 
offer endless game life, 
and the freedom for an 
unpredictable and non- 
linear experience. This 
is all good. What I fear 
they may lose out on, in 
comparison to solo 
games, is a quality story 
that can remain coher- 


ent throughout the game and hold 
it all together. 

My own experience, albeit limit- 
ed, of Meridian 59 has done noth- 


% 


(top) Forsaken 
(bottom) BattleSpire 


ing to quell this 
fear. A depressing 
reminder of the 
days of The Bard's 


Tale, however 


many “real people” 


I was able to have 


dull, pointless con- 


versations with, it 
didn’t immediately 
strike me as the 
ideal future of 
computer gaming. 


Nevertheless, it should be stressed 
that these games are still at a 
nascent stage, and Ultima Online, 


| 


player LAN 


gaminc 
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especially, does augur well. But | 
think I'll leave it to March to tell 
you all about that. 


centre 





D AWS ATS A> AIXAWM> 44-45 AIS > INK AWM 49 


A 


FB <DMFXNIF<TpqkRERSTRB<MMEXIF<PpqhRERS TRE <MMEXNIF<PPEREEXNIF<PPPERERS TSB <DIMEXNE<PPSERER Spq< 





laying Ultima VI - The False 

Prophet on my PC many 

many years ago, a peculiar 
thought struck me. After weeks 
scouring Britannia for a component 
of an air balloon (that was vital to the 
completion of the game), I found | 
became easily frustrated and antago- 
nized by the many non playing char- 
acters that made up the citizenry of 
this alternative fantasy-earth. Not 
that it was a mind-bendingly 
destructive kind of frustration. It was 
all in context. I mean, how many 
times can you ask a question in the 
form of one word? “Name”, “ Job”, 
“British”. Most answers came in the 
form of “I know not what you ask of 
me, my lord”, or “I do not under- 
stand thee”. Sure, many of the 
replies were thoughtful and helpful 
to the overall quest, and even con- 
tained some element of character, 
but there was something missing. I 
thought then of how amazing 
Ultima 6 would be if the NPCs were 
actually HUMAN players. Players 
that would think the same way you 
did, behave the same way you did, 
and were not limited to the paltry 
comprehension and thought pat- 
terns that plagued the npcs. Another 
bonus would be players that didn’t 
use the archaic speech of thee’s and 
thou’s. While it was a blast adventur- 
ing with the likes of Iolo, Shamino 
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and Dupre, I could not stop thinking 
of the potential of being able to 
adventure around Britannia with 
people I knew. To enter Dungeon 
Despise with friends, best it, then 
meet up in the local tavern to share 
a few ales and exchange tales of our 
adventures. Back then 
though, multiplayer was 
sharing a keyboard, and 
many of us knew noth- 
ing of the net (or what 
was about to change the 
face of gaming). I even- 
tually finished Ultima 6, 
thoroughly satisfied 
with the experience, and 



























thought nothing more 
of multiplayer Ultima. 
Even with games like multiplayer 
Doom becoming popular, I forgot 
about multiplayer Ultima. I even 
forgot about Ultima for a while, as 
the latest instalment, Ultima 8 
PAGAN, was released mid 1994. 
The year was 1996 and gaming 
was good. Descent II came our 
way, and Civilization II kept me 
busy and ignorant of what was hap- 
pening over at Origin (developers 
of the Ultima series). What hap- 
pened next was one of those 
moments in a gamers life that 
could be best described as spiritual 
rebirth, or awakening. A moment 
that you remember for the rest of 






(top to bottom) The 
Chamber of Virtue, Britain. 
Stalking the streets of 
Moonglow at night. 
Admiring the sunset in 
Yew. The Shrine of Justice, 
a place of resurrection. 


your life. Browsing the WWW | 


came across the Origin home page. 
There I read news of a new version 
of Ultima. No, it wasn’t Ultima 9 
but something called Ultima 
Online. I started getting goose- 
bumps and clicked furiously on 
links to anything related to UO. 


























Ultima Online was to be a version 





of Ultima, complete with the 
authentic geography, that could 
accommodate thousands of human 
players at once. Ultima again 
became central to my gaming life. 
There are many things about 

Ultima Online that sound promis- 
ing. If Origin can pull it off, the 
impact UO will have on the com- 
puter RPG genre will be monu- 
mental. I can’t wait to be able to say 
“Caine, Berek! Let’s meet at the tav- 
ern on River Road in south eastern 
Britain tomorrow evening, and plan 
that assault on Dungeon Destard”. 
I can’t wait to meet Lord British 
online and give him a virtual slap 
on the back and thank him for pro- 
viding years of memorable game- 
play. While it does all sound 
promising, there are some things 
that also concern me. Is there 
enough in Ultima Online to keep 
me coming back for more? Will 
players role play or jump in and 
treat it just like another chat room? 
Will pkillers ruin the experience? 
Will the virtual ecology Origin go 
on about float or sink? Will it be 
playable from over here? Once I log 
on, will I be able to log off? 

March Stepnik 


As this piece was finished the beta 
CD arrived at PC PowerPlay. March 
hasn't been heard of since save a brief 
email message assuring us that we'll 
get the “full preview next issue!!!”. 

We can only hope he makes it back... 
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’m standing in a finely tex- 

tured sandpit. There’s a build- 

ing in front of me, with its 
walls decorated with exquisite 
hieroglyphics it looks like some 
sort of Egyptian temple perhaps. 
Sloping steeply up towards the 
front door is a welcoming ramp, 


flanked on either side by two enor- 


mous statues. Figuring this to be 
the only way to go, I proceed to 
run up said ramp - and am imme- 
diately attacked by a pair of devil- 
ish flying imps. This is what | 
bought a 3Dfx card for. 

Hexen II, you'll doubtless be not 
at all surprised to hear, looks 
absolutely sensational. Thanks to 
the wonder of these new 3D accel- 
erator thingies, | can run Hexen II 
in 640x480 resolution (which is 


how you see it in these grabs) at a 
speed that is roughly equivalent to 
running Quake at 320x200 with- 
out the 3D acceleration. Bear in 
mind, too, that Hexen II also uses 
24-bit colour as well as a whole 
host of fancy technical things 
which mean, in layman’s terms, 
that there is no pixellation whatso- 
ever. But you can see that for your- 
self. 

What you cannot see, because | 
had such a horrible time screen- 
grabbing this beta version, are the 
monsters and weapons in action. 
Admittedly, only a few of the levels 
I saw were actually inhabited, but 
it was enough to get me pretty 
damn excited. As you would 
expect, everything is true 3D. The 
monsters themselves are textured 
just as superbly as the scenery. 

After killing those imps, | 
entered the temple itself. Lurking 
around the very first corner was a 
nasty golden scorpion, and quite a 





large beast it was too. I had to take 
it out from distance with my cross- 
bow, so as to avoid the fatal sting 
in its tail. Up a flight of stairs 
around the next corner, | found an 
Anubis-type creature who looked 
like he wanted nothing more than 
to mummify me on the spot. 
Sticking with my trusty crossbow, 
I fired a couple of bolts and tore 
both his arms off. Yet still he 
trudged on, waving his stumps at 
me like someone from a Monty 
Python sketch, until | put him out 
of his misery with a lethal dagger 
through the chest. 

Later | encountered a monk guy 
(I apologise if these names aren’t 
exactly helpful, but we've really no 
idea what any of the monsters are 
called). Dressed in mystical red 
robes, he hurled magical skulls at 
me, before releasing some tiny spi- 
ders to nip at my toes. Then he 
vanished into thin air, only to reap- 
pear on the other side of the cham- 





ber and hurl more magical skulls 
at poor bewildered me. These fel- 
lows ought to prove to be vicious 
sods to kill in the full game. In the 
Medieval levels (the only other that 
had monsters) | sighted huge lum- 
bering golems that looked pretty 
scary to me, giant spiders that 
made my skin crawl, knights who 
fired magic arrows with unerring 
accuracy, and, best of all, a ghost. 
In fact, several ghosts. All of which 
make terrific use of the graphic 
engine's ability to produce trans- 
parent polygons. They haunt the 
drop dead gorgeous cathedral, pos- 


The beasties in Hexen Il promise to 
ba as fear inducing as ever. 





sibly the 

most impres- 
sive location in 
the game - check 
out those mosaic 
windows! Simply, 
if 1 knew how to 
swoon, I'd defi- 
nitely be doing it 
right now. 

I was also able to get acquainted 
with the four types of character 
you can select in the game. And 
play around with all their 
weapons, too. While the Paladin, 
Crusader, Necromancer, and 
Assassin (for that is the choice you 
have) each have their 
own individual 
armoury, they all 
appear to have a 
decent combination 
of close and long 
range weapons. | was 
especially taken with 
the Necromancer’s 
spellbook - you can 
see him holding it in 
his left hand while he 
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directs the spell itself with his The graphics in this game are 
right hand. It looks very cool. absolutely stunning. Get that 3Dfx 
Of course, the expectations for card now! 


this game were always going to 
be impossibly high. Not merely 
because Hexen was great, but 
because of Quake. Thankfully, | 
think that there’s every indication 
that Raven have delivered. | know 
puns are the lowest form of 
humour, but I’m RAVENOUS for 
this game. 

David Wildgoose 
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Westwood 
September 


reviews of Lands Of Lore 2 
P have been appearing in 
magazines for years now, 
and it’s a title that has been an 
| ever-present at E3 during that time. 
Looking back, in the name and 
duty of research, through old copies 
| of sister magazine Hyper, I came 
across one such preview in the 
December 1994 issue. After getting 
all excited about this game herald- 
| ing a new era in role-playing, my 
colleague suggested with alarming 
inaccuracy that it would be released 
in “early 95”. If you were becoming 
| impatient waiting for Dungeon 
| Keeper, please spare a thought for 
the restless, quivering bundles of 
anxiety who have been hanging out 
for LOL2 for more than two-and-a- 
half years. 

The plot is wonderfully complicat- 
ed as it continues on from the origi- 
| nal Lands Of Lore. A sketchy out- 
line of the main players, though, is 
in order. There's Belial, an Ancient 
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God sealed inside the Mother Beast, 
awaiting resurrection through 
absorbing traces of magic across the 
lands. There's the Draracle, another 
fallen God, fulfilling his self- 
imposed vigil to watch over Belial 
and ensure he never awakens. 
There’s Dawn, a young mystic wor- 
ried about the fate of her home- 
town, Gladstone, should Belial 
return. And lastly, there’s Luther, 
the son of Scotia, the former leader 
of the Dark Army. 

You play Luther, who, at the 
beginning of the game, finds him- 
self imprisoned by the White Army 
and in possession of the Nether 
Mask. This particular item is a 
great source of magic, and certain- 
ly something of which Belial would 
be eager to gain advantage. Doubly 
problematic for Luther is that the 
mask is cursed. At any moment it 
might change him from human 
form into a small lizard, or a ten- 
foot tall ogre. Fortuitously, two 
such transformations allow Luther 
to escape from prison, so com- 
mencing his journey to find the 
Draracle and seek his counsel. 

Superlative cut-scenes illustrate 





The one RPG that fans have been 
hanging out for. It’s nearly here 








this action in the eye-popping intro- 
duction, the morphing sequences 
in particular are incredible. Up to 
now, it appears that those early pre- 
view promises of lavish visuals 
were not exaggerated. When the 
actual game starts, however, things 
are a little different. This is no 
Quake engine, that’s for sure. 

In our preview in PowerPlay #3, 
we stated, beneath several gor- 
geously rendered grabs, that these 
were “game screens, not cut- 
scenes, not intro, but playable 
game areas”. We were wrong, they 
were cut-scenes. The in-game 
graphics are generated using a 
moderately sophisticated 3D 
engine. The geography is truly 3D, 
but most scenery (rocks, trees, peo- 
ple, animals, etc) are merely 2D. 
Admittedly, some interactive items 
(crates that you can stack, or pillars 
you can push) are real 3D objects, 
but the majority are not. And while 
the landscape does look clear, 
detailed, and sharply-defined over 
mid-to-long distances, up close 
things tend to pixellate quite 
noticeably. The big plus for low- 
end Pentium owners is that the 





A option is by no means unat- 
tractive compared to the SVGA - 
there’s really little difference. 

Featuring strongly is the brilliant 
level of interaction. Right from the 


off there seems to be countless 


ways to accomplish certain tasks 


After escaping from prison and 
fleeing to a nearby cave, Luther 
soon finds he’s been followed by 
some White Army soldiers. Making 
your way through the caves, it’s not 
long before the curse of the mask 
strikes again. Depending on which 
transformation occurs, Luther can 
either sneak through a tiny pas- 
sageway in the rock, or scare the 
pants off one of his pursuers. 

Later you'll be wanting to shake 
off a more persistent guard. You 
can try to lose him in the maze-like 
cave system, confront him like a 
man (and possibly kill him one-on- 
one), or you can lure him into a cer- 
tain room before flooding the whole 
area and recovering his shield and 
weapons. Further on, you have the 
opportunity to trigger a cave-in, 
doing so at the right moment will 
kill another of the soldiers chasing 
you and maybe even block off the 


way for the rest of them. 
: Interaction with the game world, as 


well as the star, wil be LOL2’s 
strengths 


In the first cave alone, which acts 
as a kind of tutorial, there are about 
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a dozen things to do 
that are not essential 
to completing that 
particular section. You 
can quite happily miss 
all of them and still 
continue through the 
rest of the game. This 
appears to be the great 
strength of Lands Of 
Lore 2. If Westwood 
So the graphics aren’t as spittle can manage to maintain throughout 
forming as we were hoping for. 
Instead, we'll have an in depth 
RPG to dull the senses 


the pace and depth that I witnessed 
in the early stages, then, even 
though we may not be seeing a revo- 
lution, they will have produced one 
hell of a game. 

David Wildgoose 
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lready feedback from the E3 

was such that I can inform 

you that a number of lead- 
ing publishers are not only eager 
to grab this game but also the tech- 
nology behind it. Already Hasbro 
have a trip planned to visit the 
team and a UK development team 
working under the BlueMoon ban- 
ner, who have worked on top 
games for Psygnosis, are already 
making plans to write a terrain rac- 
ing game with this engine and I 
will let you know about that soon. 

The 7 man team that make up 

BlueMoon have produced a 3D 
fractal engine without using any 
3D hardware cards that pushes for- 
ward the looking of flight sims. 
The only problem with even the 
best 3D engines is that when you 
start to move close in to objects, 
walls, etc. the screen starts to pixe- 


late and you see big lumpy pixels 
on screens. You can get around it a 





Yet another flight sim... could be their year 





bit with a technique called mip 
mapping which tries to smooth 
things up but that is far from per- 
fect. Using a 3D fractual engine 
you have the smoothest terrain you 
would ever imagine. 


Speed Thrills 

I asked the programmer why no 
one had gone this route before, to 
write a 3D fractal engine and he 
could not come up with an answer, 
apart from the fact it takes time 
and a great deal of expertise, which 
they have plenty of in Estonia. The 
essence of a fractual engine is like 
scripting a game and is a language 
in itself. The programmer write 
script files, like the height of the 
mountains, the undulation of the 
ground, and the engine produces 
the rest. The hardest part and one 
that has been a restriction is to 
overlay sprites - planes and build- 
ings - without the game coming to 
a grinding halt and 
you will see that with- 
in the AOF you have 
buildings and other 
enemy craft coded in 
and the game still 
runs at an impressive 
speed all with per- 
spective correcting. 
The programmer also 
commented that what 
you see is only the 
basic core code to 


what they are develop- 
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ing and optimising 
the engine, adding 
more objects, etc. and | 
even making the 
game look better is 
what they are present- 
ly working on. 


Solid Gameplay 

AOF is an arcade 3D 
action come sim pro- 
gram. You have the 
look and feel of a sim 
but the gameplay and excitement 
of an arcade game. The objective is 
simply a seek and search affair. 
Finding enemy locations, blowing 
up installations, taking out other 
craft and collecting a wealth of 
material as you fly around in what 
is a massive world. In the final 
game you will be able to fly a solid 
I5 minutes in all directions. The 
design also ensures that not too 
much emphasis is placed on to 
depth controls and although you 
must fly your craft with skill, and 
the shoot-em-up sections are 
extremely tough, you will not have 
to worry about crashing as the 
game limits the height you can fly 
both close to the ground and into 
the clouds - you can be targeted 
and blown up though!! 


One Step Ahead 

BlueMoon’s mission statement is 
to push 3D technology as far as 
they can using novel approaches in 
software rendering techniques and 
they are not one for grabbing the 
best 3D cards and gadgets and 
starting from that point. They like 
to code everything in software. 


Game On 

Back to the game plan. When 
completed there will be 30 cities 
included and over 30 plus enemy 
craft. The player will have to learn 
to be a real top gun when it comes 
to flying and a precise eye is 
required to blow the other flyers 
away. With a wealth of weapons 


you have a good chance to stay alive 


but no time to admire the scenery. 
A full running commentary will be 
available whilst the game is playing 
informing the player of what they 








There’s an art to flying? Damn! 





Sort of a cross between a sim and 
arcade game 


must do and also commenting on 
the state of affairs throughout the 
vast landscape. If a city to the north 
is under attack you will be told that 
post haste you must head in a cer- 
tain direction to clear the invaders. 
AOF is tuned so that in single play- 
er game, the player spends 50% of 
the time dogfighting, 40% of the 
time exploring the world, and 10% 
of the time whilst landed in vil- 
lages. The onus is constantly to be 
on the look out for extra ammo, air- 
fields to land in to fuel up and even 
spot a better plane to take and fly 
off in. The only problem being that 
the better your vehicle the harder 
the game becomes and the AI will 
really start to test the player. 

You will be hearing a lot about 
BlueMoon and all you lucky read- 
ers are the first to be able to play 
the demo, so it’s chocks away! 

Derek dela Fuente 
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ntrepid adventurer’s George 

Stobbard and Nico Collard are 

back, for better or worse, in the 
sequel to revolution software’s 
‘Broken Sword’. Broken Sword - 
The Smoking Mirror pits the two 
adventurers against a horde of 
nasty people, including a crime 
gang and its boss, and a Mayan 
death cult trying to bring about the 
end of the world, and uses the 
familiar cartoon style graphics of 
the original with plenty of modern 
day enhancements. We've been 
given a beta copy to have a look at, 
and the game itself does look pretty 
damn good, with excellently 
detailed backdrops, plenty of 
humour, and puzzles and gameplay 
to appeal to adults and younger 
players alike. The original Broken 
Sword, the start of the trilogy, 
received a little criticism because 
while it looked great, and had plen- 


ty of humourous and engaging con- 


Graphical Adventure 


tent the storyline was a trifle linear. 
It was one of those games that 
involved clicking on everything that 
looked vaguely useful until you 
picked it up/used it and so on to 
the next screen. And so it contin- 
ued, over and over again. The beta 
version we've had a look at didn’t 
seem to be all that different unfor- 
tunately. Objects could be used in 
different order, or you could choose 
to talk to people in a different 
order, but still there was only one 
‘path’ to follow. The story is a good 
one though, and the asides from 
George and Nico (you take on con- 
trol of both at different times dur- 
ing the game) are often quite 
funny. Compared to other graphical 
adventure games, Broken Sword II 
looks as though it will measure up 
very well, but don’t be too surprised 
if you don’t get a multi-path story- 
line in the final version. 


Gareth Jones 
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It looks pretty 


Tied to a chair with a spider 
the size of a football running 
around. Thank the Lord it’s 

only a cartoon, | mean, game 









Well, it looks like 
the house the 

Waltons lived in... 
yup, that’s pretty 
creepy 












Adventure 
| Plays 1 
BOAT Activision 
MYCE Xmas 

rand Inquisitor is the 

eighth Zork game, and the 

follow-up to last year’s 
Nemesis. Yet in the chronological- 
ly chaotic way SO appropriate to 
this legendary series, GI (mostly) 
unfolds over one hundred years 
after Nemesis. Which, in turn, 
places it after Beyond Zork (the 
4th title), but before Return To 
Zork (the 6th). 

Compounding the confusion is 

the fact that time travel will play a 
vital role in this stunning graphical 


adventure. Apparently, you can play 


as one of three different characters, 
each of whom has the ability to 
journey through time and visit 
some classic locations from the 
Zork mythology. Deciding which 
character to be will influence your 
approach to the puzzles ahead. 
Accompanying you on your quest 


will be the Dungeon Master - his 
“jokes” and “helpful advice” will 
either amuse or incense. Having 
played the brief demo, I laughed a 
couple of times, but more often 
wished for his speedy demise. 

After the success of Nemesis, 
Activision have retained and 
enhanced the excellent Z-Vision 
graphics engine. It now pans 
through 360 degrees without drop- 
ping resolution and, it must be said, 
looks stunning. Just as impressive 
is the lovely ambient music. 

With the chance to actually see 
those old and much-loved Zork 
locations (like the original White 
House) in sumptuous SVGA, 
instead of just reading about them 
in the text, Grand Inquisitor will 
surely make all veteran adventure 
gamers very happy indeed. Here’s 
hoping that rendered magnificence 
doesn’t destroy the magic those 
places had in our imagination. 

David Wildgoose 
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Ubisoft 
October 


P2 has been around for a 

while, and it’s been number 

one on the podium for a 
long time, with good reason. You 
will have heard about some of the 
racing simulations previewed at E3 
in last months issue, among them 
Ubisoft's upcoming F1 Racing 
Simulation. It looks like GP2 may 
have a serious contender on the 
back straight, manoeuvring into an 
overtaking position thanks to their 
utilisation of the new technology 
that has come onto the market since 
GP2, namely 3D acceleration. 
Needless to say, had MicroProse 
shown a glimmer of appreciation 




















for the many fans who purchased 
the game by supporting it with 

patches for new tracks, or weather, 
or an update for the new season, or 
even a 3Dfx patch... had they both- 


Who doesn’t enjoy driving stupidly fast? 





ered to take care of 
their customers they 
might have been laps 
ahead of the opposi- 
tion, instead of driving 
a clapped out version 
of last years model, 
being rapidly hauled 
and overtaken by the 
opposition. Unlike 
MicroProse, Ubisoft are well aware 
of the need for 3D acceleration, with 
——~ the 3Dfx or PowerVR 
listed in the mini- 
mum system require- 
ments for F1, some- 
thing that’s bound to 
become the norm 
(well, the 3Dfx part at 
least) in the very near 
future for most action 
oriented games. 
Enough bitching 
about MicroProse (for 
the moment, anyway) - 





you want to 
know about 
Ubisoft's effort. Well, it looks pretty 
darn good. For starters, the car 
behaviour has, been developed ‘close 
collaboration’ with engineers from 
Fr Renault, and from what our 
esteemed editor tells us about the 
Ubisoft stand at E3, this means that 
the realism of the car behaviour will 
rock your world. Add to this that it 
will run in glorious 3D accelerated 
SVGA with a respectable 16Mb P120 
(or thereabouts), and you're looking 
at a serious Fi racing sim that’s 
going to leave GP2 for dust. Rejoice, 
fellow racing enthusiasts, for it also 
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as. | Note the barrier between the car and the spectators, Carmageddon fans. Bummer, eh? 













definitely has an in car racing mode 
for that ultra realistic experience as 
you hit those water filled tyres front 
on at 230km/h, as well as a variety 
of other viewing modes both for real 
time driving and action replays. 

Ubisoft have pulled out all the 
stops for this one, and have aimed 
for an experience as realistic as possi- 
ble. You can expect to be able to 
choose from 22 cars, with 12 car set- 
tings to play around with for differ- 
ent tracks, of which there are 16 in 
total - accurately modelled upon all 
the World Formula 1 Championship 
tracks, The cars and drivers are all 
from the 1996 season too, and the 
AI is something Ubisoft have worked 
pretty hard on. They promise that the 
computer drivers won't be ‘road 
hogs’, and will act and react to your 
driving in a sane manner whilst still 
being competitive without ‘cheating’. 
You'll get four different difficulty set- 
tings, and seven different ways to 
race (including single races, champi- 
onships, grand prix, a customised 
championship, a trainer, and a time 
attack mode). There will be multi- 
player support too, up to four players 
networked or two by modem, or up 
to eight through the Internet via a up 
a dedicated game server a’la 
Battle.net or Westwood Chat. 

Ubisoft will, however, have what 
they call a ‘game center’ where you 
will be able to download car settings 
and other players ‘ghost’ laps, which 
is a nice touch. For Fr devotees, as 
well as your more garden variety 
speed freaks, this looks like a bloody 
good racing simulation. As soon as 
we get to play it properly ourselves 
(it’s expected sometime around the 
end of this year), we'll let you know 
if it’s as good as it sounds. 


Ultimate Race 


Racing Sim 

1 

EAA Kalisto 
Sometime Soon 





first incarnation of NEC’s 

Apocalypse 3D card, Kalisto have 
tweaked Ultimate Race a bit, and the 
results look pretty stunning. The game 
will run with any 3D accelerated card, and 
now has a destruction derby mode as well 
as racing mode. The screenshots look 
awesome, and the cars respond very 
accurately. More info as we get it. 


0 riginally developed to showcase the 


War Inc 


C&C Clone 

1-TBA 
EXCLU Interactive Magic 
WNZLTIEY Sometime soonish 





hat a great idea! Yet another C&C 
Wi: to flood the already over- 

flowing market for real time 
strategy. As per usual, we’re promised 
heaps of huge improvements over 
Westwood’s seminal release, like 
finances (the stock market, no less), 
customisable weapons, cloning technol- 
ogy, and around 60 battles over 20 cam- 
paigns as well as multiplayer. It does 
sound pretty good, but it’s going to 
have to be something special to excite 
people, considering how many other C&C 
clones are vying for attention. 


X-Car 


Ke Racing Sim 
Ira 3-TBA 

ELUTE Bethesda Softworks 
EXZICITE Late ‘97 









first told you about this a couple of 
months ago, but Bethesda have just 
released an much improved demo, so 


it’s worth another look. This time the cars look 
better and respond much more accurately, there’s 
a plethora of car setup options to deal with, and 
the graphics have been much improved. It’s 
turned out a little like GP2, with lots of detail and 
realistic car dynamics, crossed with the SportsCar 
(LeMan, and so on) class cars - and looks pretty 
damn good so far. Expect a full review soon. 


Red Baron Il 


WW1 Dogfight Sim 
Multiplay 
EXCITE Sierra 
WTI September 








h, those must have been the days. Back 
A you had to be completely insane to 

fly a plane, and even stupider to fly it in 
combat. Back when a lack of pilot training and 
plane design sophistication meant that the odds 
were strongly against pilots surviving even the 
first two weeks, and there was even less chance 
of them completing their tour of duty alive. 
Sierra, being the bloodthirsty scoundrels that 
they are, are finally about to release RBII. 
Information is scarce at present, but almost 
every aircraft from the period should be avail- 
able, 3D support is definite, and the flight 
model is said to be very accurate. Something for 
WWI buffs (and other masochistic maniacs) to 
look forward to. 
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Dark Earth 


Real time RPG 
1-TBA 
EZUEL Kalisto 
WXEL Late ‘97 


real time adventure game from 
A Kalisto that, again, looks flipping 

fantastic. The scenario seems to 
be another post-apocalyptic Earth where 
a big’n’nasty asteroid has gone boom on 
the surface and killed almost everyone. 
Society eventually reforms, along with 
some pretty screwed up religious sects, 
and this is where the player is going to 
come in. You’ll deal with murder, mayhem 
and mystery as the path unfolds, and if 
the gameplay comes close to matching 
the graphics, we’re looking at a very 
decent game. 


Earth Siege 3 


Real time Combat 
1-TBA 
EAL Sierra 
EXCH Xmas 





he battle between Earthsiege 3 
Te Mechworrior 3 is going to be a 
biggie. Dave Selle from Sierra 

reckons that Earthsiege3 will kick 
because of the totally new 3D engine, 
and combat can take place on water, 
land and in the air. The screenshots 
look great, and we’re promised squad 
combat, three sides to choose from, 
around 40 configurable vehicles and 50 
different types of weapons, as well as 
native 3Dfx and Rendition support. 
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More than a bit late, Dungeon Keeper has moved 


on from being ‘another cool Bullfrog game’ to its 


current incarnation of being the game the compa- 


ny is being judged on. Here’s our say: 


jo be an Overlord of your 
own dark and dangerous 

underground empire, a pit 
of despair filled with evil denizens 
at your command, torture cham- 
bers and all the bad things in life. 
Brave heroes with shiny armour 
and good intentions attempt to 
raid your subterranean abode. Will 
you order your creatures to cap- 
ture and torture them into submis- 
sion, or simply make sure they 
never see daylight again? Yep, 
Dungeon Keeper has ‘Cool Game 
Concept’ written all over it, pity we 
had to wait so long for it. After 
years trapped in Vapourware 
limbo it has arrived and you'll 
never look at that sewer opening 
near your house quite the same 
way again. 


Dated graphics engine 

Remember Bullfrog’s earlier 
game Magic Carpet? Dungeon 
Keeper is based on the same graph- 
ics engine giving the side on strate- 
gy view a 3D look. You can rotate 
and zoom to give you the best view 
of your creation and employees 
hard at work. If you crave a bit of 
Doom action, just possess a crea- 
ture and see the world through its 
eyes. Good fun for admiring your 
dungeon first hand as well as 
attacking enemy creatures. Pity it’s 
blocky and quite dated looking, but 
nifty nonetheless. 

The first order as Master of all 
things deep and dirty is to survey 
the fantasy map that represents the 
land of happiness above your 
dominion. Your aim is to conquer 


all that lies before you 
in a series of mis- 
sions. Similar to 
C&C/War2, each suc- 
cessful campaign has 
you slowly gaining a 
foothold and consoli- 
dating the land as 
your own. As well as classic fantasy 
heroes (Warriors, Wizards, Archers 
etc) you will have to contend with 
and out build enemy Dungeon 
Keepers intent on claiming the 
Underworld as their own. 

While there are a whole host of 
monsters on offer as you progress 
through the game, your most 
important minions are with you at 
the beginning of each level. Imps 
carve out corridors and rooms out 
of the rock at your beck and call. 





50 | It sure ain’t Quake, but the first person perspective option helps to keep things fresh 
PowerPlay 





The perspective and graphics style 
is something many find tricky to get 
used to 


Multi-Play 


Back in the early days Bullfrog 
announced that your friends 
would be able to step into the 
shoes of the heroes and 
attempt to invade your dun- 
geon. Somewhere in the dread- 
ed realms of Vapourware this 
idea has been dropped and 
now it’s Keeper Vs Keeper for 
control of the map. Up to four 
Keepers can battle each other 
over a LAN, sadly there is no 
TCP/IP play for the Internet. 
Modem play has been strad- 
dled with a slowdown problem 
that is evident even with P166 
32 Meg machines at either end 
of a 28.8K connection. Even at 
slow speeds, Multi-Player is 
enjoyable with some long and 
very competitive games being 
the reward for patience. 


Just add “-1 player” straight 
after the DK.exe and you get to 
try the Multi-Player maps 
against the computer Al. 


Straight from the 
Horses Mouth 


Jonty Barnes (Dungeon Keeper 
programmer who has since left 
Bullfrog) appeared in an 
Internet Chat room with some 
interesting info on possible 
Dungeon Keeper developments. 


An Internet patch coupled 
with extra maps is on the 
cards. 

* The Al problem is being looked 
at, and will be patched soon. 

¢ 3D card support being a good 
possibility in the future. 

All of these developments 
are not official, so keep your 
eyes on PowerPlay for any 
upcoming word. 


It’s as simple as marking out areas 
of rock by mouse clicking and 
then watching the Imps mine 
their hearts out. The size and 
shape of your rooms is up to the 
Architect within you, but usually 
the larger the room the more pro- 
ductive it will be in its chosen 


function. There is no rest for the 
wicked as Imps also double up as 
gold miners. Gold is the all impor- 
tant resource as it attracts mon- 
sters into your employ and is used 
to pay for the transformation of 
empty rooms into functional 
rooms. Early on in your building 
frenzy your first beasties will start 
to arrive. At first they are wimpy 
Giant Flies and Spiders etc, but 
build up your dungeon and you 
will attract a higher clientele in the 
form of Warlocks and Dragons. 


The joy of monsters 
is that they act inde- 
pendently of you, 
unless you give them 
a specific order. 
Watching Bile 
Demons wander into 
their nest to have a 
sleep, wake up eat a 
few chickens and 
then it’s off to the 
workshop to build 
some doors and traps 
for you... it’s a bril- 
liant effect that 
immerses you into a 
dynamic dungeon 
that is alive and 
working. 


Superb detail 

The art of building 
your way up the technology tree 
and managing monsters in 
Dungeon Keeper is absolutely 
superb. There is just so much 
detail, with monsters all having var- 
ious tasks and ways of doing 
things. For example, Warlocks will 
research spells and new construc- 
tion options in your library, but will 
get very agro if their research is 








Muddy greens and dark browns, 
thrown into stark contrast with 
strong lighting effects, set the 
mood of Dungeon Keeper perfect- 
ly. Still, day-glo colours would 
look a tad out of place in a demon 
wizard’s lair 











A big dungeon is 
a happy dungeon. 


You need 
gold, this is where you put it. 
Even Monsters need 
their beauty sleep and a place 
to hangout. If it’s crowded 
your minions can get upset... 
not good. 
Cute little Chickens. 
A big hatchery keeps your 
monsters well fed and happy. 

A must have. 
Warlocks research new rooms, 
plus give you access to power- 
ful spells for your personal use 
such as the chicken transfor- 
mation spell. Your darkside 
has always wanted to turn a 
dragon into a chicken. 

Monsters 
placed in here will get 
stronger and gain special abil- 
ities in battle. Training can get 
expensive though. 

A place of hard 
work for your beasties. Here 
they can create doors and 
lovelies such as the Poison 
Gas Trap. 

Capture enemy units 
and watch them pace up and 
down in here. A holding pen 
before placing them in the joys 
of the... 

A favourite 
room. Watch as enemies are 
generally caused pain by imagi- 
native means, resulting in con- 
version to your way of thinking. 
Of course sometimes they die, 
oh well. 

Sacrifice creatures to 
some nasty Pagan Gods for 
even bigger surprises... 

Don’t let those 
corpses from past battles build 
up in your corridors. Your Imps 
will drag the bodies here, 
which will eventually create 
your own Vampire army. 








Some of the 


Deep Down 
Denizens you'll 
grow fond of. 


Good for laughing at, 
not much more. 

Very impressive, 
but incredibly ugly. Train them 
to higher levels, and watch as 
they use the most noxious 
weapon seen for quite a 
while... Poisonous Farts. 

Powerful fight- 
er, but utterly sadistic. Likes 
getting the once over in the 
Torture Chamber. Lucky the 
Govt didn’t censor this bit. 

A powerful beastie, 
you need a few of these. 
Train these 

pooches to a high level and 
they become quick and lethal 
killing machines, that aren’t 
afraid of Lava lakes. 

Crap Fighters, but good 
for Workshop labour. 

The big bad 
boy of your arsenal. Extremely 
tough, but if his appetite for 
death is not satisfied he can 
turn against your own creatures. 
A dangerous loose cannon. 

Don’t keep your 
Prisoners fed? No problem 
starvation can quickly turn an 
unwilling prisoner into a very 
willing Undead warrior. 





disturbed by other creatures 
running around in their vicinity. 
This in turn affects where y: 
your Wizards workroom (far away 
from the other monsters). 

There comes a time when you take 
off the Architect hat and need to fill 
the shoes of evil Warlord. Usually 
it’s when one of your tunnel con- 
structions breaks into an existing 
tunnel! of an enemy keeper, or those 
pesky heroes come str 


u place 


ling in. 
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Combat is a case of picking up your 


monsters with the mouse pointer 
and dropping them into any part of 


your desired territory that is near the 


enemy creatures. While it’s very 
user-friendly, it does at times over- 
simplify combat strategy. What usu- 
ally happens is that you pick up all 
your monsters, the enemy picks up 
his and you have the “Big Rumble” 
at an intersecting corridor. These 
large scale fights are hard to keep 
track off and involve watching a 
combat menu count down the hit 
points of each creature, with you 
pumping healing spells into your 
damaged monsters. Very reminis- 
cent of combat in Bullfrog’s first big 








Most of the strategy in 
DK comes in the layout 
of your dungeon. Pity 
combat isn’t more 
complex, though 


game Populous, for those old and 
wise enough to have played it. 


AI needs boost 

The biggest disappointment on 
offer is the enemy AI. While the Al 
of your Imps and monsters is very 
good the enemy Keepers are at 
times quite stupid and almost 
asleep. In once instance I spent at 
least an hour building up defenses 
and the like, busted into the 
enemy’s lair and he had nothing, 
only a few imps sitting around the 
place. This is more than often the 
case right up to level 14 of the 
game. After that things get a bit 
more challenging, with the enemy 


It’s about time we, as gamers, 
could transform tranquil havens 
of peace and safety into domains 
of terror 








http://www. bullfrog.co.uk 
-Nice webpage, make sure 
you have the Shockwave 
Plug-in for your browser. 





Al kicking in more often. 

We could dedicate half an issue to 
all of Dungeon Keeper's rooms, 
monsters and their uses. Bullfrog 
have crafted a game that is packed to 
the limit with features and strategy. 
Definitely one of the most engaging 
and compulsive games I've played 
all year. The wimpy enemy AI stops 
this from receiving a 90+ score, 
keep your eye on PowerPlay for 
news about a future patch. A flawed 
(but tantalizingly close) classic game 
that will have you craving to be the 
bad guy in more games. 

Peter Sharpe 
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Now 
Dungeon 
Construction 
Nirvana, lots to do 
and see. 
Experimenting with 
different room and 
monster combina- 
tions offers new 
strategies in playing. 


Available 


The enemy Al is the 
Achilles’ Heal at the 
moment. Slow 
Multi-Play over the 
Modem. 


DOS 6.22/WIN 95, 
Pgo, 16Mb RAM, 
Quad Speed 
CD-ROM 


P133, 32Mb RAM 
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So it seems the RPG revolution has been put on hold for at least one more month... 


Freud would love the imagery- 


“So you were attacked by giant 
worms? Tell me about your 
father...” 


etrayal In Antara is Sierra’s 

pseudo sequel to their 

Betrayal At Krondor from a 
couple of years back. I say “pseudo 
sequel” because while Krondor was 
based upon the books by fantasy 
author Raymond E. Feist, Antara 
has nothing to do with them. 
Apparently another game publish- 
er, 7th Level, has bought the rights 
to Feist’s novels, leaving Sierra 
with a successful game - certainly 





NPC characters development that 
sa leaves Daggerfall for dead 


PowerPlay 


one that they would have been 
hoping to follow up - but without 
the big name licence. 

Gallantly soldiering on in the face 
of such adversity, Sierra have built 
upon the same game engine and 
designed a whole new game world 
around it. The most obvious differ- 
ence is that Antara is set in - wait 
for it - Antara instead of Krondor. 

Structurally, however, the two titles 
remain similar. As with Krondor, 
the story of Antara is divided into 

chapters to give the narrative a linear 
framework. The whole feel of the 
game is like a book, in fact. Cut- 
scenes are displayed as the sepia- 
touched pages of a weighty tome, 
while all the text throughout the 
game (conversations, object descrip- 
tions, and other noteworthy inci- 
dents) are written from the third- 
person and in the past tense. 
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Just two of the characters from the game. A chubby Lenin and a skinny hippie 
who wants to sell you some ‘magic’ mushrooms, man 


There be plot, milord! 

Antara is home to Aren, a naive, 
but enthusiastic, young man who 
lives in a small village with his par- 
ents. While fishing one day on the 
beach, Aren sees a giant winged 
beast attack two men on the shore. 
Rushing to assist, Aren, much to his 
bewilderment, somehow manages to 
kill the beast as his previously 


unknown magic power comes to the 
fore. Sadly, it was too late for one of 
the men, but the other, William, a 
youthful noble, promises to help 
Aren harness his latent magical tal- 
ent at the city of Panizo. After reach- 
ing Panizo, the plot twists to encom- 
pass political intrigue and corruption 
in the state of Antara. 


I won't reveal any more plot 





Chat with other Antara 
adventurers or even down- 
load the full version of 
Betrayal At Krondor for 
free (yes, for FREE!) at 
Sierra’s excellent web site 
- www.sierra.com 





details than that. What I can say, 
though, is that by evoking an 
atmosphere that’s closer to a good 
fantasy novel (admittedly, that’s 
hardly a genre brimming with fine 
literature, but you get the idea), 
Antara’s story is easily the most 
impressive feature of the game. 
Worthy of special mention are the 
conversations Aren and William 
have with the inhabitants of Antara. 
Rarely will you find them anything 
but informative, entertaining, and 
utterly credible. Such believable 
people bring each town to life in a 
way from which the likes of 








Thrust 


Short Sword 


BE: 


Daggerfall could learn an awful lot. 
All this good work is undone 
somewhat thanks to the extremely 
poor voice-over acting. 
Conversations are shown using still 
shots of each speaker with a text 


caption, but the bad speech sits 


uncomfortably with this and the 

combination is jarring. I vastly pre- 
ferred switching them off and read- 
ing the text myself. Just like a book. 


Oh, but the graphics... 

So far, so good, then. But soon 
you'll discover that book unravel- 
ling at the spine, with yellowed and 
torn pages falling out here and 
there. Firstly, Antara is a visual 
abomination. To travel around the 
countryside you will use the main 
first-person 3D view. Nothing 
wrong with that, despite the lack of 
a quick “auto” travel function - the 
distances you trek across aren’t too 
long, I suppose. Except that this 
countryside is hideously ugly. The 
grassland is relentlessly flat, moun- 
tains spring up perpendicular to 
the ground, trees are often 
bitmapped walls along the side of 
the path, buildings are uniformly 
square and drab, people and mon- 
sters stand about like cardboard 
cut-outs - and that disbelief you 
were suspending a few minutes 
ago comes crashing down around 
your ears, Worse, even though the 
detail level is minimal at best, the 
speed of movement is unbearably 
sluggish and jerky. Walking from 
town to town was at times reminis- 
cent of when I played Rally 
Challenge in SVGA mode. 

Initial impressions of the combat 
system had me tricked into compar- 
ing it to that in Heroes of Might & 
Magic. It takes place on a hex grid 


- Enemy Defense 


The combat model is too simplistic, and leaves a lot to be desired 








with large representa- 
tions of the combat- 
ants, except the view is 
from behind your 
troops instead of side- 
on. When your turn 
comes you can order 
your characters to 
move, attack, defend, 
or cast a spell. Only a 
few fights later, I 
realised this compari- 
son was way off the 
mark. Combat in 
Antara is overly sim- 
plistic, lacking the tacti- 
cal finesse and subtlety 
of New World’s strate- 
gy classic. 


Spell’s trouble 

The spell system, on 
the other hand, is 
done quite well. Aren 
has various spell 
skills, such as Create, 
Electricity, Range, etc, and you 
have to combine then research 
these to create the spells them- 
selves. By watching other spellcast- 
ers in battle, Aren can learn new 
skills to develop further and more 
powerful combinations. 

Finally, it’s simple inept design 
that has sentenced Antara to the 
paper shredder. I don’t mind a rea- 
sonably linear plot, but the way 
Antara seems to force your hand at 
every moment soon becomes infuri- 
ating. Mostly you'll have only one 
task to complete at any particular 
time - there are, tragically, scant sub- 
plots with which to concern yourself. 

The roads between towns, too, 
will annoy like no other game. 
Always these consist of virtually 
straight paths, flanked by walls of 
mountains or trees, 
and feature a group 
of four (it’s always 
four!) bandits or giant 
worms or somesuch 
standing in the way. 
They don’t move at 
all, but they never fail 
to attack you, no mat- 
ter how many times 
j you try to sneak past. 
And you'll frequently 
have to re-load save 
# games when your 
party is starving to 
death because you 
haven’t been stingy 
enough with your 
money. Aargh! 

Maybe the plot will 
be enough to sustain 
your interest 
though... 

David Wildgoose 
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The graphics are a bit of a let down 
too...(did you ever realise there 
were this many shades of brown?) 


ores RPG 

Players 
ici Sierra 
$89.95 
G8+ 
Now 
Consistently inter- 
esting plot driven 
along by some gen- 
uinely credible char- 
acters and interac- 
tion. 


Available 


Crap graphics, poor 
speech, basic com- 
bat, hopelessly lin- 
ear design, anda 
myriad of other irri- 
tations. 


486DX4/100, 16Mb 
RAM, 4xCD, 
Win3.1/95 
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| smite thee with my 
Dwarves of Terror and 
Gryphons of Earthly 
Delight. Yes... Warlords 


is back! 


is is definitely a title I’ve 
been hanging out for. 
Warlords 2 was the first ever 


game (Civilization followed soon 
after) where I truly lost all sense of 
time and responsibility. It’s some- 
thing about turn-based games that 
forces the “just one more turn” 
mentality. To see how the enemies 
would counter your decisions and 
tactics, then giving yourself one 
more turn to counter their moves, 
then clicking on end turn one more 
time just to see how they'll strike 
back, was a vicious cycle and near 
impossible to break from. If naught 
else but providing us with a great 
play, Warlords also developed in us 
all some strong, iron, will. It takes 
no less than iron will to maintain a 
healthy lifestyle with a game of this 
ilk sitting on your hard drive. 


Strategy+Intelligence=Addiction 

The Warlords we all know and 
love is back in its third incarnation, 
with a major makeover. Beautifully 
functional graphics, a MUCH larg- 
er gameplay area, and the neater 
organization of play buttons and 
menus. Full motion video 
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There are plenty of options to chose from when you start a game 


sequences of the enemy taunt you 
in much greater style than ever 
before. You also get these 
sequences between campaigns. 
Most of these changes while fairly 
minor, are a godsend and will be 
much appreciated by Warlords 
fans. For those that aren’t familiar 
with it though, Warlords is a 
straight out strategy game in a fan- 
tasy/medieval setting, and was one 
of those titles that everyone really 
dug if they were into that sort of 
thing. Rather than using tanks 











and artillery, you do battle in 
Warlords with Gryphons, Knights, 
Trolls, Skeletons and Dragons. Set 
on the obligatory battle map, you 
set out to dominate the land by 
slowly gaining control of the many 
cities (represented by castles, keeps 
and strongholds) scattered 
throughout. Some of these cities 
are neutral (easily captured) while 
others are controlled by the other 
players (either human or computer 
controlled - can be very hard to 
capture). After capturing your city, 
you must decide what to do with it. 
Often it can be in your best inter- 
est to sack or raze the place, which 
yields a fairly decent addition of 
gold to your coffers, but will leave 
the city in a relative state of ruin. 
Usually however, you'll occupy the 
city (you get no gold up front) and 
start production of units right away 
to plan your offensive. Once you 
build up a sizable army, trot them 
off to conquer other cities till you 
eventually dominate the entire 
map. Tis a game of conquest 
packed with heroes, diplomacy, 
unit development and plenty of 
addictive fun. One of the main rea- 
sons for this is the beautiful Al of 
the computer controlled players. It 
is actually unnerving when the 
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SSG have greatly 
increased the 
game play area 
on screen 





computer moves nothing on 
screen at the end of the turn. Even 
more so when days into a particu- 
lar campaign you thought you that 
you had in the bag, the enemy 
emerges with a trump and annihi- 
lates a large chunk of your forces. 


A different game in 
Multiplayer... 

One of the charms of the original 
Warlords (1&2) was multiplayer. 
You could get up to eight players 
in the same game at once, provid- 
ing you had the patience and skill 
to properly delegate the sitting 





www.warlords3.com/inn 

A great web site with 
heaps of info and strategy 
tips. Will also have maps 
to download for use. 

































space around the monitor and 
mouse usage. Yes! Multiplayer 
Warlords was played from the 
same computer! Rather than sniv- 
elling and planning some sinister 
way of getting back at that 
unknown player in Sweden that 
just totally wiped out your forces 
with a couple of lesser units, you 
could argue, shout and generally 
slap your way through play with a 
group of your best friends. It was a 
whole lot of fun, and it could be 
said that it even bought you closer 
together (in a field of battle kind of 
way). In this day and age of net- 
worked multiplayer however, 
Warlords 3 needed to take its 
gameplay over cables. Turn-based 
though? How does one multiplay a 
game like this? It’s actually quite 
simple, and quite a few other turn- 


Purchasing the best units for production is favourable, but costly 


Previous Warlords players will feel right at home 


based strategy games have been 
made multi-playable. You make 
your moves, end the turn, then 
watch a rather boring blank screen 
with an annoying wait message as 
the other player (who either took a 
look time because he/she was 
incredibly stupid or an utter 
genius) finished theirs. This often 
killed a game, especially when the 
skill levels between the players was 
worlds apart. Warlords 3 is now 
playable over a network (sigh of 
relief), and SSG have done some 
clever tinkering to prevent a rather 
frustrating waiting experience. 
Short of becoming a real time 
strategy game, multiplayer W3 pro- 
vides simultaneous human player 
movement, and the ability to time 
your turns. Sound not too impres- 
sive? Wrong. It’s like a new 


Warlords experience altogether. 
Rather than being the perfectionist 
by carefully planning every move 
with meticulous attention, try 
squeezing in all of your units 
movements in a couple of minutes, 
while watching your back as other 
players try to take over your capital 
city or launch an assault on a 
major stronghold of yours. It’s sur- 
prising just how different this 
game is under immense amounts 
of pressure, and just how much 
fun it really is. Yes, when you final- 
ly get through the single player 
campaigns, you've got yourself a 
gem of a battle with other players. 
One thing you'll notice though, 
as so you settle into the gameplay 
of Warlords 3 is just how similar 
the experience is to Warlords 2. 
W3 hardly offers a new experience. 
Initially, I felt a little let down at 


the lack of any major innovation to 


the gameplay of old (with the 
exception of the multiplayer 
game). But after I really got into 
W3, this sensation was soon wiped 
from my cranium. Warlords 3 is 
(I'll go as far as saying) devastat- 


REVIEW 


ingly addictive. The work done 
behind the scenes is what counts, 
and in the end, while very familiar 
and similar, Warlords 3's game- 
play will hook you in for weeks, if 
not months on end. Sure,while at 
a glance more of the same, W3 
contains a much more crafty Al 
and a difficulty level that will intel- 
ligently challenge the inner tacti- 
cian in us all. How does it stand 
next to the glossy real time games 
like Warcraft 2 and C&C? They’re 
totally different kinds of strategy 
games. Warlords requires much 
more thought and is less based on 
reaction times. Don’t discount this 
title just because it isn’t real time, 
for SSG have brought us yet 
another gem. 

March Stepnik 
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Diplomatic Report?!?! Don’t talk to 
your enemies! Live by the sword and 
win by the sword! 


Turn based strat. 
1-8 

SSG 

STBA 

TBA 

Oct/Nov 

A highly addictive 
game with a beauti- 
ful strategy ele- 
ment. Games can 
last for ages. 


Against Not exactly a brand 
new experience 
compared to the 
previous two titles. 


Win 95, P75, 
16Mb RAM 


P133, 32Mb RAM 
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Gregor Whiley is the Vice President of Strategic Studies Group, a collective of hard core 


strategy talent based in Sydney: Since 1983, SSG have been releasing quality strategy titles, 


the most renown being the Warlords series, to the rest of the world. On the eve of the 


release of Warlords 3, we spoke to Gregor Whiley about things Warlords related... 


We've just finished our The 
Ardennes Offensive, our Battle of 
the Bulge wargame published 
through SSI/Mindscape. We're 
also working on Reach For The 
Stars, our space exploration and 
conquest game, for Microsoft. 


We had two primary goals with 
Warlords III. One was to continue 
the turn based, stand alone play of 
Warlords II, and make that the 
best possible expression of that 
game style. To that end, we 
improved the graphics, AI and 
diplomacy, added a campaign 
game, a magic system and huge 
range of startup options. 

The other goal was to make an 
exciting and dramatic game with 
simultaneous movement, suitable 
for Internet or network play. We 
were able to do this without com- 
promising the stand alone game, 
and the result is a game with real- 
time excitement but the strategic 
depth that Warlords fans expect. 


The HOMM games are interest- 
ing, but they didn’t really affect 
Warlords III. 

For instance, we didn’t use a 
HOMM style tactical battle system 
in Warlords III, because it slows 
down gameplay, especially in online 
play. Who wants to wait while a 
couple of other players slug it out? 
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The back story and the video 
scenes add atmosphere, especially 
in the campaign game. The atmos- 
phere is also aided by the fact that 
different sides now have unique 
armies, which helps you to identify 
with a particular race or faction. 

A close look at the video scenes 
in the campaign game will disclose 
many of the development team 
masquerading as heroic characters. 


Win 95, and especially DirectX 
are a huge improvement over DOS 
as a game environment. No system 


is completely trouble free, but over- 


all Win 95 was a godsend. 


The real-time strategy games 


lack strategic depth. The general 
approach is always to outproduce 
and overwhelm. The turn struc- 
ture allows for more detailed plan- 


| ning, both by humans and the 


computer. In Warlords III, the 
advantage can fluctuate, and many 
games are won from behind. The 
excitement of real-time games is 
easily introduced by time limiting 
turns. This produces decision 
making pressure, without sacrific- 
ing strategic elements. 


The AI in Warlords III is much 
improved. It beats me, and I was 
SSG Warlords II champion. 
Computer players can now produce 


vicious stacks, who specifically 
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track down your heroes and kill 
them. The new diplomatic system 
also gives them a much better idea 
of who they should be fighting, and 
makes them much more effective. 


The games industry in Australia 
undoubtedly contains some major 
talents, but doing games from 
Australia is never easy. Given the 
current oversupply of game titles, I 
don’t see matters getting easier for 
start-up companies. 

SSG has been making games 
since 1983, so our track record 
makes it easy for us to do publish- 
ing deals with large publishers like 
Broderbund and Microsoft. 
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This product is yet to be classified 





irst off the rank is the bril- 
F liant driving (umm..riding) 
model. Well that should be 
driving models, as Motoracer 
comes in two distinct flavours: 
classic high speed circuits where 
| you jump on the back of VERY 
| fast Japanese style racing bikes 
and the immensely fun rally 
tracks where powersliding and 
defying Newton's theories on 
gravity are commonplace. There 
are a number of bikes to choose 
| from, all with varying handling 
and speed characteristics. The 
trick is to experiment with each 
bike for the best results on partic- 





ay 
| i Pa 
so | Yes, this game will have you drooling 
PowerPlay 


| Please take note of the following symptoms that 
| will accompany the first time you play Moto Racer: 
| the words “Oooh” and “Ahhh” are sure to pop up. 


An irresistible urge to slot $2 coins into your com- 


has taken control and you'll be obsessed with lap 


| times and performing wheelies at 300kph.. 





puter’s floppy drive. Before you know it, Moto Racer 


ular tracks. Whether they are 
leaning into a tight bend at high 
speed, or losing traction while 
sliding though some snow, the 
bikes always respond quickly to 
your controls. The beauty of 
Motor Racer is that you can 
almost feel the road underneath 
the bike as you struggle to main- 
tain grip at ludicrous speeds. The 
time honoured wheelie has been 
included which not only requires 
a loud shouting of “Yehaa” but 
has a turbo effect as well. The art 
of racing lies in executing a 
wheelie down the straights for 
maximum speed and then flatten- 
ing back out so as to safely take 
the bends. Predictably hitting the 
side of the road or another biker 
whilst reared up on one wheel 
will have you kissing the pave- 
ment. As Moto Racer has its roots 
in the arcade, no damage is done 
to your bike. Instead valuable 
time is sucked up, and it becomes 
harder to not only regain your 
position in the racing pack but hit 
the next Time-Check Gate before 
the seconds count down. All too 
often I was on a perfect run in 
the lead only to turbo for a sec- 
ond too long, nip the side of the 
road resulting in a crash induced 
5th placing. The foul language 
that poured from my mouth, fol- 


lowed by a compulsion to have 
another go... always a sign of a 
rollicking fine game. 


Dribble graphics 

While we are taught at the 
PowerPlay College of Game 
Reviewing not to get sucked in by 
pretty graphics, Moto Racer had me 
mesmerized. Everything from the 
trackside scenery to the bikes them- 
selves bears a striking resemblance 
to the Polygon Crunching arcade 
beasts. Helicopters fly overhead, 



















Gorgeous, eh? Varied, detailed 
scenrey to zoom past at 2ookmph, 
including the Great Wall of China 
(middle) 


tunnels, cityscapes and even the 
Great Wall of China... it all looks 
glorious. Those with 17”monitors I 
salute you. Now, normally this sort 
of graphical indulgence brings the 
average PC to its knees, resulting in 
that most disturbing of phenome- 
na: the Slideshow. As Direct 3D is 
supported (and highly recommend- 
ed) an all singing all dancing 3D 
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card will keep things smooth as | to be played. There are multiple 
glass. In this review an Orchid | detail and resolutions to be tin- 
Righteous (3DFX) was used, and it | kered with, but it’s a real luxury to 
was a near spiritual experience. have a 3Dfx card, crank everything 
Rendition will do the job, but prob- up to max and just enjoy. 

ably not quite as well. For those not All of the expected race options 
converted to the 3D card revolution are included, time trials through to 
a P166 should be considered the | the Championship season. Don’t 
“Real Life” minimum, but even this | expect an easy time of it as the 

is not how the game was designed tracks are very challenging and 
your competitors 
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keeping that throttle 
high. It’s a case of 
constant practice to 
obtain a rhythm for 
each circuit that 
almost places you on 
“Instinct” mode in 
your reactions to the 
cornering. Hard work 
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Lean forward, hold on tight, and exercise those vocal chords 


| beautiful to watch 
| the perfect lap on 


| against a friend be it over Modem 


Plus 


www.mracer.com -Not the 
most exciting of sites. 
Download the demo and see 
how your machine copes 
with Motoracer. 


Cheats 


Just type in these Cheatcodes 
in the name section: 
CDNALSI- Access to all 8 
tracks 

CTEKCOP- Baby bikes, in the 
tradition of all things cute 
and Nintendo. 

CESREVER- Race all the 
tracks in reverse mode. 


at times, but it’s 


the replay. Pity 
you can’t save 
them to disk, we'll 
just have to be 
content with lap 
times I suppose. 


Have we mentioned yet that you 
need to get a 3Dfx card? 


Mate Racer 
Of course Moto Racer wouldn't 


| be complete without the ability to 


race down the home stretch 


/ LAN /Internet. I was pleasantly 
surprised to find the Internet 
game quite playable. My oppo- 
nent, who was somewhere in the 
northern hemisphere, jumped 
around the track from time to 
time, but it was still a blast to play. 
Under better conditions (i.e. some- 
one local) Moto Racer is a very 
viable proposition for Internet 
play. The best way to grab a game 
is to cruise around IRC channels 
looking for a Moto Racer group, 
not too hard to find. 

It would be easy to use a hun- 
dred variations of the word fan- 
tastic to describe Moto Racer. As_ | 
long as you have the PC to run 
it, what's on offer here will stay 
on your hard drive for a very 
long time. Graphics, speed and 
the pure no compromise racing 
action just come together so 
well. Not only the best motorbike 
racing experience doing the 
rounds, but one of the best 
games of this year. 


eeeiiee Arcade Racer 
Players RA 

ies Delphine/EA 

$89.95 

TBA 

Now 

A near complete 

motorbike experi- 

ence. High speed 

through to mud 


Price 
Rating 
Available 


Crashes could be 
more spectacular. 


Pgo, 16Mb RAM, 
WIN95 


(Really)Want 
P133 with 3DFX 
card, or an evil 
P200 MMX Ninja 
machine. 


Peter Sharpe 





racing, it’s all here. 

















Nostradamus and his fellow Soothsayers of Doom 
were right all along: our future is one of despair, 
horrifying weapons and carnage on a mass scale. 


Perfect setting for a game! 


You've gotta love 
explosions like that 






he year is 2140 and two 
world powers battle it out for 
control of Planet “Dustbow1” 


Earth. In the red corner we have 
the United Civilized States (UCS) 
and in the Blue corner are the 
Eurasian Dynasty (ED). When we 
start talking wars and futuristic 
world powers, it’s got to be a C&C 
clone. They seem to be popping up 
everywhere at the moment and it’s 
surprising Nostradamus didn’t see 
the Westwood Studios emblem 
when foreseeing important trends 
of the late 20th Century. 


Post Apocalypso 

Earth 2140 has all of the expected 
C&C elements well in place. A 
mission structure that gradually 
introduces the various levels of 
unit/building technology. Real 





time balancing of resources (gold) 
and unit deployment, all layered 
with a Terminator/Grim Future 
feel. The first big standout is the 


to go the squish 


you choose 640x480 or 800x600, 
buildings look large and detailed, 


graphics, some of the best seen in and the units are all well animated 


a real time strategy game. Whether 


with nice touches like leaving track 
marks in the ground. 
The best graphical 
effect is without a 
doubt the explosions. 
Destroyed units first 
catch fire, and then 


ways leaving a bat- 
tlescarred landscape. 
These days we want 
our Real Time Strat 
games to have more 
than just Orcs and 
Tanks as units, and 





62 | Game objective: make opposition go Boom! 
PowerPlay 


(above) looks like it’s time for the tank 1 


explode in a variety of 


Earth 2140 has an all important 
large variety of firepower. The 
UCS being made up of the highly 
industrialized Americas and 


Western Europe get most of the 
stylish destructive gear. Infantry 
units are straight out of the 
Terminator movies, i.e. Arnie with 
only the metal Endoskeleton. 
These robots come in a variety of 
models ranging from Mini- 


Gunners to Rocket 
Launchers. 
Mechwarrior fans 
will be smiling ear to 
ear as most of the 
other UCS land units 
are based on “Mech” 
technology. These range from the 
lightly armed Raptors up to the 
aptly named Hellmaker series. 
Having a squad of these walking 
death bringers stomping across 
the landscape complete with 
hydraulic leg noises is great for 
morale in any upcoming battles. 
Sea Units such as Hovercraft 
troop transports and Subs help 
keep the Ocean a safe place. Air 


support comes in the form of 
heavy plasma bombers and light 
recon craft. This is only a taste of 
the UCS units, but kick ass and 
high tech is the general theme. 


‘Tanks for that 


The ED might not have the pretti- 


est of units but firepower is not 
lacking by any means. The ED 
decided that the human body was- 
n’t in it’s element when battling 
against marauding Mechs. Thus, 
the human brain has been trans- 
planted into the body of an 


Android, fascinating but not inspir- 


Plus 


www.topware.com -A demo 
is available for download. 


A lot of video 
cards (except quite new 
ones) don’t have Vesa 2.0 
built in. In this case you will 
need a 3rd party program 


ing for those signing up for active 
duty. The theme for the ED forces 
is centered around tanks and more 
tanks. Whilst using the word 
“Tank” might give you visions of 
endless Tank rushes in Red Alert, 
fear not. There is a near 
Delicatessen variety of small tanks, 
big tanks and tanks with lasers, 
rockets etc. All of the different vari- 


eties have advantages and disadvan- 


tages when battling various models 
of UCS Mechs. Experimentation 
and enjoyment on offer. The same 
goes for the armada of Speedboats 
and Aerial Gunships... use them all 
in differing situations. 

While the buildings look nice and 
menacing, construction can verge 
on being a chore. Each building 
must first originate as 
a large and slow con- 
struction vehicle 
(MCU). You then 
guide the MCU toa 
probable building 
location. These MCUs 
require a lot of space 
to unfold into a build- 
ing and it can be frus- 
trating watching this 
slow vehicle crawling 
from place to place as 






along. Not a major 
problem, just an 
annoyance from time 
to time. On the plus 
side, there are lots of 
buildings to indulge 
in (as you progress 


well as the usual pro- 


duction facilities there are teleporta- 


tion generators and weapons of 
mass destruction to be utilized. | 
felt like a kid in a chocolate factory 
at times. 


Nice touches 

While Earth 2140 doesn’t have 
the wizz bang features of Dark 
Reign such as Unit Line of Sight, it 
does have waypointing and an 
interesting Al feature. Group 
together a bunch of units and give 
them a defensive or attack order. 
Under an attack order they will pro- 
ceed to scout the map for enemy 
units to engage. This is perfect for 
an advance front line, followed by 
troops directly under your control. 
A nice feature that works well. 


through the levels). As 
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The effects are excellent, with units 
catching fire and exploding. The 
black smoke and battle scorched 
ground looks nice too 


Multi-player is catered for in LAN 
and Modem form, but Internet 
support is noticeably lacking. The 
large amount and diversity of units 
coupled with a lack of dud units 
(thief in Red Alert comes to mind) 
should cater for some interesting 
Human Vs Human competition. 

Earth 2140 is one of the better 
clones to make an appearance of 
late. In fact it’s arguably slightly 
more enjoyable in solo mode than 
Red Alert when it’s all said and 
done. While not bringing a great 
amount of originality to the world 
of battlemaps and mouse clicking, 
it’s a solid effort that is worth 
checking out. 

Peter Sharpe 


Strategy 

1-6 

Topware 

$89.95 

TBA 

Now 

Generous amount 
of interesting 
units and build- 
ings. Mechs and 
Terminators bat- 
tling it out makes 
for a good theme. 


Against Bit too much 
mouse clicking at 
times. Some of 
the Campaign 
missions involve 
over the top 
“Against the 
odds” objectives 
that are annoying. 


Pio0, 16Mb RAM, 
DOS/WIN95, Video 
card with VESA 2.0 
compliance. 





went P133, 24Mb RAM 


Bases are an important part of the game, if a little 
finnicky to build 


you mouse click it 





PC PowerPlay 


REVIEW 


GIAGTUA SOCCER CLUB EDITION 








PREMIER MANAGER ‘97 


_ Apart from the Socceroos build up to (insert prayer here) qualification for World Cup ‘98, and the youth 


team at the world youth championships (well, for a while anyway), there hasn’t been much football on 


| the telly at the moment. For those of you with a penchant for the glorious round ball game, Actua have 


| timed two of their latest releases just perfectly. They’ve even been kind enough to look after the mega- 


games. They’re both fairly good, and both worth a look. 


_ far the better of the two. Here’s why; 


| Premier Manager 97 


tional basketcase with red 


I ’m a gibbering wreck; an emo- 


bloodshot eyes, a twitch at the 


| corner of my mouth that I just 


can’t get rid of, what might be 
called a thousand yard stare, a very 
neglected (and annoyed) cat, and a 


| pile of dirty dishes almost up to the 


roof. I’m pretty damn happy 
though, because I’ve spent most of 


| my waking hours of the past week 
| trying to manoeuvre my team, 


Reading, up from the first division 
to the Premier. Hours of negotia- 
tions with overseas players, numer- 
ous battles with injuries, players 
that lose confidence at the worst 
possible moment, frequent agoniz- 
ing decisions about whether to go 


| with the classic 4-4-2 formation or 
| something of my own creation, 


and an opposition (bastard!) that 
seems to adapt to my strategy. If it 


| wasn't for that prick Robson from 





Barcelona turning down my 
request for a loan of Ronaldo for a 


Plus 


ene 


month or so, I would have made it 
to the Premier league too. Alas, I 
haven’t quite achieved promotion 
yet...but there’s always next week. 


Pretend it’s a game 

There is, in fact little to stand in 
the way of the term ‘the complete 
football management sim’ being 
applied to Premier Manager ‘97. 
While there are some that looked 
pretty good graphically and had 
plenty of stats, they never really 
seemed to capture the essence of 
football - I never was able to make 
the imaginative leap. Within a cou- 
ple of hours of PMg7 I was manag- 
ing Reading, they were my players 
(for better or worse), and it was my 
ground that they were playing on. 

I didn’t have to choose Reading 
though, I could have chosen from 
any of the teams in the Premier 
League right through to the third 
division, all with fairly up to date 
(1997 season, no less) players and 
statistics. Once into the game, 
there’s plenty of other decisions to 
make too. Funds available to you 
depend upon which competition 
your team is in, the higher the 
league the more money you get to 
start with, but the more things will 
cost. Things like ground improve- 
ments, player wages and bonuses, 
a bevy of staff, and signing other 
players will quickly erode your 
bank balance. You will receive an 
income from advertising boards 
sold at your home ground, and 


attendance fees (the prices for both | 
| can be changed to your liking), as 


well as selling the TV rights to 
matches on occasion. Finances are 


| an important part of PMg7, but 


not the be all and end all. The 





lomaniacal armchair manager as well as your garden variety armchair players, with two separate 


Premier Manager is a winner though, and by 


An excellent blend of stats and real-world decisions makes PM97 a 
great game 


most involving and best part of the 
game is managing your team. 
Again, it depends on which team 
you choose, but apart from the nor- 
mal league matches there’s the 
Coca-Cola Cup and F.A. Cup for all 


teams and then things like the 
EUFA cup and Cup Winners Cup 
for those with a top flight team. 
You can change almost every aspect 
of your team, from the position of 
players, the formation of the team, 





After FIFA ‘96 and Nintendo’s 
International Superstar Soccer, 
you’re going to want more than 
ACSE can offer 


Category 


Players 
Publisher 
Price 
Rating 
Available 


Football 
Management Sim 
1-8 (hotseat) 
Gremlin 

$TBA 

G 

Now 

The complete foot- 


ball management 
simulation. An 
excellent blend of 
Statistics and real 
gameplay, well pre- 
sented with easy 
intuitive interface. 


The game commen- 
tator invariably gets 
it wrong, and off- 
side decisions are 
sometimes dodgy. 
You have to exit the 
game to access the 
database. 


486/DX2/66, 8Mb 
RAM, Win ‘95, 2xCD 


P75, 32Mb RAM, 
4xCD 








to the tactics they employ, singling 
out opposition players for man to 
man attention, and the training that 
each individual player receives. You 
also get to watch full graphical sim- 
ulations of the matches, which 
whilst only a couple of minutes 
long do help immeasurably in see- 
ing how your tactics pan out, and 
how your players are performing. 


Stats schmats 

Some manager sims in the past 
have been let down by a dizzying 
array of statistics that only the most 
anal retentive accountant would find 
interesting, but while PMg7 does 
have plenty of statistics available they 
complement the other aspects of the 
game rather than get in the way. 
Each player can usually play in a cou- 
ple of different positions, though 
they will always specialise on one. 
Using them in a position not famil- 
iar or not liked by them will reduce 
their statistics, and hence their char- 
acteristics on the field. To play the 
game properly though, you really 
need to get to know your team and 
opposition, and the best way to do 
this is to use the database included 
with the game. The database is awe- 
some in size and scope, with heaps 
of details (and I don’t mean just lots 
of numbers either) on each and every 
player and team in all four divisions. 

All up, if you like football, you'll 
love PMg7. It’s easily the best man- 
agement sim I’ve played, good 
enough to keep you saying ‘just one 
more match’ right up until dawn, 
and it’s going to stay on my hard 
drive for a long long time. For those 
after a more arcade-type joystick wig- 
gling button whacking time, Actua 
Soccer Club Edition might look an 
attractive option. It is...sort of. 


ootball fans will know that 

even with its faults, Fifa ‘96 

is unquestionably the best of 
the football sims available, and 
that’s not about to change. Actua 
Soccer Club Edition doesn’t go 
close to challenging Fifa for the 
number one position for a couple 
of reasons. Firstly, because it’s not 
all that good, and secondly because 
it’s much more of an arcade game 
than a simulation - but still even as 
an arcade game it isn’t that great. 


It’s just not soccer 

ASCE is a pleasant diversion for a 
little while, but there’s not a lot to 
keep you coming back for more. 
The graphics, whilst perfectly ser- 
viceable, are nothing to get very 
excited about, and the management 
options are, to say the least, limited. 
You can choose from any of the 
premier league teams, pick your 


starting lineup, check out each play- 


ers stats, and take a look at the 
results of the other league games, 
but that’s about it. Seeing as it’s not 
a management game, this isn’t a 
huge issue, but when you add this 
to the gameplay itself the result is 
less than spectacular. Control is 
either through keyboard or joystick, 
with four directional keys as well as 
a pass and shoot button. Yep, only 
two, buttons, but when used in a 
variety of combinations achieve dif- 
ferent results, like chips, dummy’s, 
or a burst of speed and so on. It’s 
an unwieldy control method 
though, and to add to this, the play- 
er highlights just serve to confuse 
the issue further. What happens is 
that the currently selected player is 


highlighted with one of four geo- 
metrical shapes that designate what 
you should do with your player; a 
flashing triangle means it’s time to 
shoot for example, or a star means 
that it’s time to pass the ball, and 
so on. There’s no real depth to the 
gameplay however, and while it is 
fairly pretty the controls are just too 
finicky to make it an enjoyable 
game. By way of summing up, it 
looks like a kiddies console arcade 
football game. ‘Nuff said. 

Gareth Jones 





www.gremlin.co.uk/games 
/clubedition/index.html 


SOCTCEF?) 


Actua Soccer Club Edition 


Football Arcade 
1-8 (network) 
Piifias Gremlin 
$TBA 

Roting fg 
aii NOW 
Fairly attractive 


Category 
Players 


Price 


graphically. Players 
and teams are 
mostly up to date, 
and is multi 
playable. The com- 
mentary isn’t too 
bad either. 


Very arcade-y game, 
hard to manoeuvre 
players around the 
pitch, and an 
unwieldy control 
method. Gremlin 
can, and have, done 
much better. 


486/66, 8mb Ram, 
2xCD 


P75, 32mb Ram, 
4xCD 





REVIEW 


"FIFA SOCC 
MANAGER 





We like football. 
Usually unconditional- 
ly too. How good was 
it then, when FIFA 
Manager arrived just a 
few days after the 2 


Actua games? 


t’s a bloody good time to be a 
| Eas lover, even though the 

European season is over and 
the qualifiers for France ‘98 are 
really only just getting started. The 
reason being computer simula- 
tions of football, the next best 
thing to watching the real game. 
Football fans and fanatics are 
being almost spoilt this month, 
with Actua’s two releases (reviewed 
on the previous page), Nintendo’s 
‘International Superstar Soccer’, 
and now EA's acclaimed FIFA 
series is jumping on the football 
management bandwagon. FSM is a 
typically polished release from EA, 
with a high level of attention to 
detail and good depth of gameplay, 
and depending on what you're 
after from a management sim 
FSM measures up fairly well to the 
competition. 


Easy money 

How does it measure up to Actua’s 
Premier Manager though? To begin 
with, EA have taken a slightly differ- 
ent path to the team at Actua, and 
though on the surface the games do 
look fairly similar, they are in fact 
quite different. To start with, FSM 
focuses entirely on Europe, and 
offers you the opportunity to manage 
any of the teams from 4 of the 
English divisions, or even the first 
two divisions of France, Germany, 
Italy or Scotland. There's no database 
on the players or the teams available, 
but there are plenty of 
stats to keep you occu- 
pied. Around 15 differ- 
ent categories of player 
abilities, 8 options for 
each player's individual 
tactics, and a multitude 
of different ways to p 
organise player train- 
ing all add up to a game that at times 
can become very intimidating. FSM 
is much more heavily weighted 
towards statistics and categories than 
physical placement and organisation 
of players, which for most people 
(accountants excluded, obviously) 
won't be a big incentive. The inter- 
face isn’t nearly as friendly as Actua’s 
PM ‘97 either, and can at times be 
downright annoyingly fickle, with 
exacting mouse placement required, 
but it’s still mostly functional. The 
organisation and maintenance of 
finances is a fairly important factor 
in FSM, as with PM ‘97, but EA have 
gone with a much easier financial 











model to maintain. 
Unless you splurge 
around 7-10 million 
pounds on Ronaldo or 
Weah or even some 
poncy git called Baggio 
(sorry, couldn't resist), 
and you manage to 
contain the impulse to 
completely redesign 
and upgrade your sta- 
dium in one hit, it 





seems like you won't 


The players are all authentic, but are all those stats 


have too much trouble really necessary? 


with your finances, with 

plenty of money rolling 
in from attendances 
and merchandising to 


enjoyable game, but just lacks the 
ease of playability and overall design 
of PM ‘97. 
keep you solvent. Gareth Jones 
It’s very... adequate 
As with PM ‘97, 
3 once you've made 
your tactical decisions 
you get to watch a representation of 
the game, so you can see how your 


decisions are working, and can Football 

make changes should you so decide. Managment Sim 
The games last a couple of minutes 1 

per half, but provide invaluable evi- EA Sports 
dence of how your team is perform- $TBA 

ing, and mostly works well. G 


However, there is the odd bug or Now 

Plenty of depth, all 
the real players 
from Europe. You 
can manage a good 
variety of European 
teams. 


two in this part of the game; on a 
couple of occasions the players on 
both teams just stopped for some 
inexplicable reason, and no amount 
of yelling at them changed the situa- 
tion either. Anyway, that aside, FSM 
is a very playable and addictive man- 


agement sim, and well worth a look The interface could 


PC PowerPlay 





6 


. 


iit 
> 
pros who *~ 


Too many stats, and not enough flexibility 





- especially if you 
enjoy wading knee 
deep through num- 
bers and statistics. A 
comparison has to be 
made though, and I'd 
have to say that 
Actua’s PM ‘97 would 
be my preferred 
choice of the two. EA’s 
foray into Football 
Management has 
been a positive one, 
and it is quite an 


Need 


Wont 


have been designed 
much better, and 
there’s possibly too 
many statistics to 
deal with. 
Sometimes wants 
very exacting 
mouse movements 
unnecessarily. 


Win 95, P60, 16Mb 
RAM, 4xCD, 


P133, 32Mb RAM 





Yet another Quake 
“improvement” hits the 
shelves, rapidly attract- 
ing a thick layer of dust. 
Shrak is a new series of 
extensions to the good 
old Quake environ, if 
you are really dying for 


that sort of thing. 


hrak boasts 9 “new” weapons, 

of which a few are original 

and others copies from exist- 
ing 3D games. The good ones 
include an Inflator Dartgun which 
inserts little gas canisters into the 
enemy, who then inflate, float up to 
the roof, and explode. Aah ha ha. 
Another weapon worthy of mention 
is the thing which looks like a BFG, 
and makes the enemy bounce off 
the floor and roof inexplicably, then 
suddenly shatter into little chunks 
of bone. And of course the zapper 
which makes the enemy mince 
each other. The remaining weapons 
are unfortunately ripped right out of 
the classics, including Quake itself, 


ie: The shotgun, which is unforgiv- 
ably unaltered except for the empty 





cartridges which spill out, the wildly 
new and exciting “Missile” launcher 
which features a laser targeter and 
the “Uzi” which is quite obviously 
the nailgun with a new graphic. Of 
course we have the grappling hook 
from capture the flag, proximity 
mines out of Armagon and the illu- 
minating flares and laser gun(!) 
code from Descent. Pretty standard 
stuff, really. 


Monsterism 

The monsters all seem to be suf- 
fering from strange growth diseases 
which make them ill-formed and 
mutant. Apparently this was not the 
impression the developer intended. 


Although the graphics models were 
original, they remind one of primary 
school play-dough attempts at zoo 
animals. Typical “grunt” characters 
who march about and shoot you 
with puny pistols, vicious “shredder” 
characters who run fast and hack 
you to pieces with their 
bare claws, floating eye- 
balls which zap you with 
very familiar electrical dis- 
charges, and swimming 
slug-things which spit lava 
| balls which bounce with 
metallic noises and explode 
with the usual generic 
explosion. Which would all 
be great if it were done 
well. Unfortunately, it isn’t. 





The monsters look unbeleivably fantastically great. Not. 


Apart from a couple of new weapons (inflator dartgun 
shown), there’s not enough to keep you interested 


Behaviour-wise, there was nothing 
to distinguish these new bitmaps 
from the bad guys we already know 
so well, and the recycling of sound 
effects is something these guys real- 
ly need to steer away from. There 
was not a single sound I could swear 
was original. And the slugs dying 
with the utterly plagiarised sample 
from the Arch-Vile in Doom2, was 
simply too much. The one valuable 
feature of the monsters skin texture 
changing to a bloodied mess when 
they were half dead was unfortu- 
nately way overbalanced by their 
simplistic depiction. 


On the level 

The nonexistent environmental 
elements rely heavily on existing 
Quake textures, and do not really 
depart from the classic level 
design apart from a superfluous 
attempt to mimic the Hub struc- 
ture from Hexen. That said, the 
levels included were not a worthy 
comparison to what our appetites 
have become accustomed to. 
Round rooms connected by 
straight tunnels fail to cause inter- 
est anymore, especially when they 
are as predictable and themeless 
as these. 

As for the on-CD music, it’s 
decribed as an “ambient digital 
soundtrack”, which tries to ambi- 
ently merge with the background, 
unsuccessfully. After the saucy 
stuff by the Nine Inch Nails and 





the great soundtracks Armagon 
boasted, this really made you 
want to put something else in the 
drive, perhaps not purely for 
musical reasons. 

Eddie Dawson 


Quake add-on 
Players Ew 

ieee Quantum Axcess 
ote S1BA 

MA15+ 

Now 

One or two funny 

weapons which add 

a taste of humour 

into the overly seri- 


Category 


Rating 
Available 


ous genre we expect. 


Nothing revolution- 
ary or attractive 
enough to sway us 
from upcoming 
titles. Some game 
elements shame- 
lessly ripped off. 


Pentium, 8Mb RAM, 
2x CD-ROM, 35Mb 
Hard drive space. 


Pentium 200MMxX, 
32Mb RAM, 3Dfx 





PowerPlay 


REVIEW 


IF/A-18 HORNET30 


Here’s the first of the 
new breed of Combat 
flight Sims of the year. 
| Funny thing is, this is a 
port of an old Mac 
game. An old good 


Mac game. 


raphic Simulations 
( Corporation (GSC) have 
made a number of Mac 


games in the past, and F/A 18 
Hornet 3.0 is the first PC based 
game they have published. 
Unfortunately, it shows, because 
the installation instructions are 
poor, and could easily confuse a 


| Wings beginner. They say “insert 

| the CD and follow the on screen 

| instructions”: What on screen 

instructions?!!! There’s no 

Autoplay feature! There’s not even 

| any hints for beginners on how to 

| explore the CD and click on 

setup.exe. GSC can do better. 
Once installed, you find that the 

game has a professional Classroom 

Tutorial that rivals Jane’s AH64D 











Sie eS mw 


in quality. It gives you a solid 
grounding in all the F/A 18 
advanced weaponry, which 
includes laser guidance and elec- 
tro-optical weapons, FLIR, target 
data ‘hand off to your 
Wingman and nuclear air 
released munitions. Good 
stuff! I enjoyed every 

| briefing which described 
what was what, then gave 
a video example, then let 
you practice it. 


You want acronyms? 

‘ Graphics are supported 
} up to 1024 x 768 SVGA, 
but I found that 800x600 

was the optimum on a Pentium 
166. The in cockpit graphics are 
superb and allow you to read the 
finest detail such as the left jet 
manifold temperature on the left 
Digital Display Indicator, (DDI). 
Such attention to detail permits 
accurate targeting, particularly 
with standoff weapons in electro- 
optical, TV and radiation emission 
modes because you zoom and pan 
the DDI images 
when targeting. 
Outside the cockpit 
the graphics are 
about the same vin- 
tage as Falcon3, and 
while this is not state 
of the art, you get 
great frame rates and 
can easily make out 
each object, but you 
don’t get breathtak- 
ing explosive effects. 
Hornet offers six 


An Iraqi baby milk factory with seconds to live! 





Training Missions in Hawaii, 28 
combat missions in the Persian 
Gulf, and six multiplayer missions 
in Arizona over LAN, serial or 
modem connections. There is no 
Mission Editor/Generator. Mission 
briefings and debriefings are short 
and very poor. Taskings vary from 
air to air, ground/sea attack and 
CAP, but follow no logical progres- 
sion. You can select weapons load- 
out to fit the mission profile, but 
the waypoints are all preset. 


Thrust, master! 

Firing up the engines introduces 
you to the quality hidden within 
the game; they sound like the real 
thing! The DDI's all light up and 





If you buy the game, take a 
peek in the CD. It’s not cov- 
ered anywhere in the docu- 
mentation, but the CD 
includes a 23 MB full 
blown version of Warbirds, 
a WWII multiplayer flight 
sim. It comes gratis with 
the game and is good 
entertainment over LAN, 
null modem or internet. 








the amount of information dis- 
played is staggering. I use a 
Thrustmaster WCS, and when | 
pushed the throttle to Afterburner, 
the roar of the engines was deafen- 
ing, you could feel the fluidity of 
the simulation. This extended to 
dogfights where I found the flight 
model to be good, and the accuracy 
of the engine turbine noise assist- 
ed keeping me within the envelope 
to win many engagements. I found 
enemy AI to be challenging, and 
you can select its level in Options. 

The whole virtual world is alive 
with moving civil and military 
objects, in the air, on the sea and 
on the ground, and throughout 
every flight you are kept up to date 
with Control Tower, AWACs and 
Wingman information through 
realistic digital voice messages. 

A good start to PC flight sim- 
ming from GSC, but they can do a 
lot better in the installation rou- 
tine, documentation and ground 
graphics. The game will suit from 
Novice to Serious Simmer and is 
bags of fun. 

Maj Ian Lindgren 


Combat Flight Sim 
1-4 by LAN. Serial & 
modem enabled 
Graphic Simulations 
$79.95 

G 

Now 

Brilliant sound 
effects, in cockpit 
graphics and 
Tutorial. 


Against Limited missions 
mean limited life on 
the HDD. Very poor 
installation routine, 
basic User Manual 
and poor ground 
graphics. 


Pentium go with 
8Mb RAM and 
Windows 95 


Pentium 120, 
16Mb RAM 








EA tackle the tricky sub- 
sim genre with this all 
out hard core sim. It’s a 
beauty, but beware the 
scary manual! 


lipping silently through the 
thermal layer at 4 knots to 
rescue the crew of a downed 
F14, you are advised by the Chief 
of the Boat “level at 69 feet, bear- 
ing 270, speed 4 knots Sir!” 
“Conn, Sonar Sierra 11 at 270 
1000 feet Sir!” Good, not far now, 
then I can check the airspace, sur- 
face, then rescue the aircrew. 
“Conn, Sonar, new contact, air- 
craft bearing 070 and closing, des- 
ignate Sierra 12, Sir!” 


Plus 


688(I) was co-designed by 
Sonalysts, Inc, which was 
founded in 1973. Since that 
time they have involved 
themselves with training, 
the development of system 
upgrades, and writing oper- 
ational guidelines for sys- 
tem employment under the 
Naval Warfare Publication 
program. Take a peek at 
their home page to learn 
more about Submarine war- 
fare and the knowledge 
they bought to 688(I) 
Hunter/Killer: www.sona- 
lysts.com. 








“Conn, Sonar, torpedo in the 
water bearing 070. Designate 
Sierra 13”. The aircrew will have to 
wait. Using the mouse you give the 
orders, “all ahead flank, new course 
230, set the depth at 500 feet and 
launch counter measures!” 

A trap has been sprung! 


Hard-core sub sim 

This game is not for the faint 
hearted. It’s a hard core submarine 
sim all the way! A detailed refer- 
ence manual walks you through 
the basics of submarine warfare in 
32 pages. Advanced training is cov- 
ered in a further 48 pages, and 
another 86 pages sees you firmly 
educated on each type of subma- 
rine operation that you will 
encounter in this game. 

Gameplay consists of 11 Single 
Missions and a Campaign Mode 
with 15 missions. This is enhanced 
by a Mission Editor that allows you 
to alter any aspect of the 26 mis- 
sions, or go on to create an infinite 
number of self designed missions 
in any ocean or sea in the world. 
Typical mission tasks include 
Search and Rescue, 
Interdiction of sur- 
face and sub surface 
targets, Battle Group 
Protection, ASW and 
Special Operations 
insertion and evacua- 
tion. Each mission is 
realistic in nature, 
and care has been 
taken to brief in an 
accurate military 
manner. You are 
alerted to supplemen- 
tary orders and intelligence 





Russian Krivak class ASW Frigate 


updates by VLF trailing antennae. 
This requires you to come to near 
the surface, raise the antennae and 
receive a satellite burst transmis- 
sion, which is then presented to 
you in military teletype format in 
the Communications Room. 


Cruise missile city strike 

A 2500 ft Towed Array linked to 
Broadband, Narrowband, DEMON, 
Active and Passive sonar displays 
give you realistic tools to identify a 
targets and designate them. This 
permits the Target Motion Analysis 
crew to plot the target, while you 
issue firing orders to the Fire 
Control Crew. This aspect of the 
game is particularly enjoyable, 
because you can set the torpedoes to 
be guided, home by sonar, or con- 
duct a search pattern at specified 
depths. Alternatively, you can launch 
Harpoons to destroy surface ships, 
or initiate a cruise missile strike with 
Tomahawk Cruise Missiles. 

The interface between you and 
the game is particularly good. On 
the right of the screen is a point 
and click tool which allows you to 
enter course and depth changes 
from any of the 12 Ship’s Stations. 
This is complemented by a 
scrolling message bar at the base 
of the screen through which all the 
crew’s verbal messages are dis- 





The destruction of Sierra 3 as 
viewed on passive sonar. 


played and can be re-read. Crew 
interaction is brilliantly simulated 


in particular, there is no ‘second 
eleven’ in the sonar team as I 
found in Tom Clancy’s SSN. 

Sound is what you expect from a 
nuclear powered sub, quiet during 
normal operation, then frantic and 
tense when close to the enemy. It 
can take many hours to complete a 
mission, and while this can be short- 
ened with the Time Scale Control, 
often this can be dangerous, so use 
the save game function often. 

A quality game. You will invest 
many hours in gameplay if you 
enthrall in submarine warfare. 

Maj. Ian Lindgren 


Submarine Sim 
1-8 by LAN. Internet 
& Modem enabled 
Electronic Arts 
$89.95 

Rating fg 
Peis NOW 
Tom Clancy fans will 
find that this game 
provides what they 


Category 


Players 


Publisher 


Price 


expected from 
SSN... realistic 
detailed submarine 
simulation. 


Could do with a ran- 
dom mission gener- 
ator and more cam- 
paign missions. 


Pentium 90, 8Mb 
RAM and Win 95 


Pentium 166, 
32 MB RAM 





| Well, here we have it. 


Someone’s gone and 
made an Ancient 


Egyptian flight sim. 


| With this out of the 


way we Can now all 
get on with more 


important things... 


he Ancient Egyptian 
Civilization conjures up 
many exotic images: 


windswept monuments, mystical 


| writings telling of an age long 


past...well now we can also add Jet 
Fighter craft equipped with heat 
seeking missiles to the list. 
Roughly 7000 years ago on the 


| planet Tawy the evil House of Set 


battled the more honourable folk 
of Horus for dominion and sur- 


| vival. Time to strap on some fancy 


Egyptian headwear and take the 
controls of a craft that is sort of 
similar to the Snowspeeders in 


| Empire Strikes Back, but packed 


with laser cannons, missiles and 
the like. The developers of 
Sandwarriors have either very 


| healthy imaginations or have 


| watched the movie Stargate one 


too many times. 


| ‘Instant Manoeuvre’ presets 


Do you remember Terminal 
Velocity? Perhaps you know it 
under the name of Fury3 by 
Microsoft. One of three things prob- 





http://www.gremlin.co.uk - 
One of the growing sites 
with it’s own chat room. 
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ably happened when I 
mentioned that name. 
Fond memories of a 
frantic 3D arcade blast 
where it was you 
against hordes of fly- 
ing thingies madly 
shooting weapons all 
over the place. Or you 
might remember a 
very dull ‘Shooter’ that 
was bland because all 
you did was fly up and 


down pressing your joystick trigger 
with little regard for ‘Real-Deal’ air 
combat physics. Then again maybe 
you steered clear of the game and 
got your adrenaline rush from 
Descent or Doom. Whatever the 


case, Sandwarriors is very similar to 
Terminal Velocity both in looks and 
flight model. Well I say Flight 
Model, but there isn’t really one on 
offer. Your craft (it’s called a “Bug”) 
can come to dead stops in mid air, 
and even bump into hills and build- 
ings without too much bother. On a 
more complex note you can switch 
weapons, target craft for heat seek- 
ing missile locks and do simple 
waypointing on your mission map. 
The most interesting diversion from 
straight arcade blasting is the pre- 
set air manoeuvres that you can 
undertake. A press of key can see 
you spinning in the opposite direc- 
tion and flinging away at afterburn- 
er speed. Sort of like special moves 
in Mortal Kombat but in Egyptian 
Airwarrior style. 


You're the man 

24 Missions involve you in pro- 
tecting cities from tank invasions, 
hunting down enemy carriers, and 
even searching for hidden bases to 
name a few. The emphasis is 
mainly on being surrounded by 
lots of enemies shooting at you 


from gun emplace- 
ments and everything 
else that moves and 
has a weapon of some 
sort. Even on easy setting things 
get hectic but luckily you have 
friendly pilots to help you in the 
dogfighting. That's until you real- 
ize that The House of Horus’ pilot 
training budget extended only to 
you... your comrades are only 
expert in getting blown up. To 
keep things achievable there are 
power-ups scattered around the 
place which can recharge your 
weapons, shields and generally set- 
tle your nerves. 

There's nothing greatly flawed 
with Sandwarriors (well except the 
annoying non-exotic American 
accents in the cut scenes), and if 
you were a Terminal Velocity fan 
it’s worth checking out. The later 
missions have you taking on multi- 
ple objectives and the like which is 
a good thing. On the whole though, 
I found the experience a bit on the 
dull side of things. Minimal sensa- 
tion of flight, too simplistic and 
that annoying way you bump into 





A cockpit view. Sensational! 


Boring graphics, tiny playing area and missions more demanding than fon 


buildings and land features. Still as 
an Ancient Egyptian air combat 
arcade game, Sandwarriors is in a 
league of it’s own. 

Pete Sharpe 


Action 

Players @ 
mies Gremlin interactive 

Price $TBA 

Rating ¥g 
Now 
Fast 3D flight 
action. Missions are 
tough and will chal- 
lenge the Egyptian 
aviator in you. 


Category 


Available 


Really only a step 
up from the 
Terminal Velocity 
family of games. 
Titles like 
Sandwarrior should 
now be 3D acceler- 
ated, otherwise they 
look and feel dated. 


DOS/WIN9g5, P75, 
8Mb RAM for DOS 


P133, 16Mb RAM 
and a lust for shoot- 
ing things. 
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A Crusader clone with a 
dark, cyber-punkish feel 


Just like eating 2 minute 
noodles when you feel 
like some fettucine, 
Meat Puppet will do the 
trick if you hunger for 
some isometric shoot- 
ing action. It just isn’t 


the same though... 


ast becoming one of my 

favourite aspects of reviewing 

a game, is finding out what 
particular take the game makes on 
our history, present and/or future. 
This of course applies only to 
games that are set on the familiar 





http://www. play- 
matestoys.com/pages/pie/ 
mpuppet/mpuppet.htm 
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Earth and not some inter-dimen- 
sional acid-freak land. Sometimes 
you get sensible, well thought out, 
plausible settings and storylines. 
Other times you get stuff that is so 
abysmally second rate you can 
almost tell straight away that the 
game is going to be a piddling pile 
of goat’s spheres. You'll also proba- 
bly smirk at the feeble effort the 
designers made at suspending your 
disbelief or rallying your imagina- 
tion. It’s an important part of a 
game, no matter what style it is (it 
is true however, that to some 
games this isn’t as important as to 
others). RPG's, for example, need 
thorough storylines and history. 
Games like Quake do not. 
Earth needs saving... Again 
Meat Puppet is set on Earth, and 
therefore attempts at providing us 
with some credible story line as to 
why the Earth, so twisted and cor- 
rupt, is a hotbed of mayhem 
decades down the track from pre- 
sent day. Contained in the ultra- 
brief manual is a rather concise 
account of how after the “Big One” 


4 


Cool Storyline, cool graphics, 
but the gameplay...welt.,. 





levels LA, San Francisco, 
Anchorage, Memphis and Tokyo in 
2005, those industries behind the 
rebuild (and thus those indirectly 
in control) are out to control the 
world. Forming embassies, these 
groups are rich beyond measure 
and hold vast amounts of untold 
secrets, information, and technolo- 
gy. With complex alliances and 
dubious trade relations, each aims 
to be the last one standing and in 
total control of Earth, at any cost. 

You step in as a hired mercenary. 
Answering a personal ad in the 
paper that promised some quick 
and easy cash, you, as Lotus 
Abstraction, are to kill all the major 
ambassadors (leaders) in one short 
evening. Though, you didn’t exactly 
agree to this openly. An entity 
known as The Martinet kidnaps 
you and implants a device that 
explodes if mission objectives are 
not met. Not exactly of your own 
free will. Dressed to kill, Lotus is 
aided by a sort of personality /com- 
puter aide, named Dumaine. 
Dumaine was once human, though 
now is a collection of many thou- 
sand personalities and a medium to 
The Martinet. He’s also there to 
protect and help Lotus in anyway 
possible. If Lotus and Dumaine can 
pull off the killings, they can proba- 
bly escape and fulfil their ultimate 
goal, to gain their freedom... 


Crusader wannabe 

It’s a pretty stunning backstory 
and is presented in an impressive 
way. Intelligent dialogue is the 
norm, as are cutscenes that impart 
the sense of gloom and doom of the 
Blade Runner-type future. But heck! 
This is an action game! All potential 
of having a genuinely thrilling ride 
though intrigue and political 
manoeuvring is shot 
by a title with an ultra 
simplistic approach. 
Shoot everything on 
screen, get to the 
ambassador, and don’t 
even bother to ask the 
questions later. The 
very first thing you'll 
notice is just how 
much Meat Puppet 
bases its gameplay on 





Just your average ‘run around and 
shoot everything’ kinda game 


Origin’s Crusader (No Remorse and 
No Regret) series. Similar, but with 
no where near the same level of 
class and cleverness. Crusader had 
interesting level design, plenty of 
interesting weapons, and some das- 
tardly placed puzzles. Meat Puppet 
had ordinary level design, a limited 
number of weapons, and some 
“find the switch at another point of 
the area and come back” type puz- 
zles that are totally uninspiring. 
Basically, a poorer version of 
Crusader with an ultra cool story 
line and presentation. 

March Stepnik 


ieee Action/shooter 
Players fi 
Pos Playmates 
teem $79.95 
Cia V\A1S+ 
Peis Now 
A story and plot 
that while maybe a 
little contrived, is 
compelling, dark 
and sinister. The 
graphics and audio 
are top notch. 


Crappy controls, not 
the most interesting 
level design, and a 
second rate imita- 
tion of another simi- 
lar title. 


P100, 16 MB RAM, 
Win 95 


Super video card, 
P166, 32MB RAM. 
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Platform/Shooter 


Now 


486DX2/66, 
8Mb RAM, Win 95 


Bcarecony 
PLAYERS | 
BPusLisHeR] 
(USTs «SBA 
RATING | 
| a 
BNEED 
CZ 


overall 


68@ 


Nothing special 


You'll have fun playing this, 

just as much as you would 

pulling out your old Hungry 

Hungry Hippos and giving 
that a whirl. 


PLAYERS | 
POET «interplay 
(CEES «STBA 
feaTiNG em 
AVAILABLE ND 
INEED | 
CZ 


486 DX50, 16Mb 
RAM, 2xCD-ROM 


P120, 32Mb RAM, 
3D Accelerator. 


overall 


89@ 


If not as enjoyable as it was 


all those months ago, then 
more so now in the form of 
the Infite Abyss! 


PCPowerPlay 














was originally 

going to start this 

review off by dis- 
cussing how the hum- 
ble 2D platform/shoot- 
er is as good as dead 
and buried in this day 
and age of “3D 
Shooters!” and 
“Isometric Strategy 
Action!” blast-a-thons. 
But this isn’t entirely 
true. There will always 
be the need and want for a simple 
shoot ‘em up that doesn’t chug 
your machine up nor need the lat- 
est in computer hardware just to 
get the thing in a playable state. 
Something that you can load up 
and jump into for that spare half 
hour (computer gamer translation: 
couple of hours) you have lying 
about in your schedule. Something 
that isn’t too taxing... 

Along comes Agent Armstrong 
with huge neck and chin, and 
dashing WW1 casual pilot attire in 
check to whisk you away into a 
world of dirty finks, gangsters, mil- 
itary and dashing broads in dis- 
tress (very cliched). The intro alone 
confirmed this - watching 





Armstrong take on a couple of war 
planes with machine gun in arms 
standing atop his own plane's fuse- 
lage (reminiscent of the totally con- 
trived intro to Goldeneye) had us 
grinning. All this in a packed into 
a platform/shooter style of game. 
Unlike the rather classy setting (for 
a game like this the setting is actu- 
ally quite convincing) the game 
itself is a straight out “jump here, 
shoot the baddies, jump back” 
experience. They've spiced it up 
with mission objectives that do get 
fairly detailed and interesting, but 
this is hardly derivative of the sim- 
plistic platform nature of the 
game. Armstrong shoots, Jumps 
and blasts his way through a num- 











his game is a total classic. In 

its original form, Descent 

brought us 3D environments 
in a world of pseudo 3D ones 
(Doom, ROTT, Duke etc). Not only 
did it bring us this, it brought us 
true 3D movement - you could 
move in any direction, and with 
the aid of an extra hand or a new 
fangled 3D controller, move in any 
way you wanted to (ie, barrel rolls 
and the like). Initially, the freedom 
of movement was daunting, but 
after getting used to controlling 
your spaceship, many devastating 
techniques and strategies became 
available. It’s been said that learn- 
ing pilots were recommended to 
play Descent so as to prepare them 
for flying real aircraft - thanks to 
the freedom of movement present 
in the game. 

However, | digress. It’s over a 
year later and the old developers 
timetable indicates that it’s time 
for an add on pack and the like to 
keep Descenteers happy till hope- 
fully Descent 3 rolls around. 
Descent 2 contains the original 
stand alone game, a new episode 


aptly called Vertigo, 3D accelerator 


patches and a rather spiffy and 


easy to use level editor. 
The new episode is 
totally awesome! 
Beautifully designed 
levels that will have 
those real life miners 
out there suffering 
from pure claustropho- 
bia. 22 new levels fea- 
turing 12 new robot 
enemies to help keep [uum 
the experience fresh. 
And guess what? The 
enemy AI is still a work of art. For 
example, one of the new robots 
attacks by charging you and claw- 
ing you with huge “pincers”. It 
won't just blindly charge you 
though, it'll sneak up from behind, 
kill some of your energy, and when 
you turn to blast it, will scoot away 
until you either track it down and 
destroy it or it returns for another 
go at you. What you get here is a 
beautiful challenge in a beautiful 
3D environment. 

And, as is the case for truly innov- 
ative games, Descent 2 still provides 
that irresistible adrenalin rush 18 
months down the track. It’s also 
good value for money - the original 
Descentz2 had 30 levels, and Infinite 





Ye olde platfrom game. Agent 
Armstrong will provide fond 
memories of a bygone age 
(ie. three years ago) 


ber of levels to save the world from 
all evil. Armstrong handles fairly 
well (no letters, please), though 
this is not too impressive consider- 
ing he has a very limited bunch of 
moves up his sleeve. What more 
can be said? It’s a platformer. 

This is a Playstation port. No, I’m 
not trying to scare you away - 
rather, I'm here to let you know 
what you're getting yourself into. A 
Playstation port that unlike 
WipeOut 2097, does not need a 
graphics accelerator to enhance the 
overall experience. A port that while 
hardly innovative or beautiful, will 
provide those that like simple and 
pure action a decent adventure. 

March Stepnik 














Bung in a 3Dfx and make one of 
the trippiest games ever, 
even trippier. 


Abyss brings this total to 52. Not 
only that but you get all the 
enhancements plus the powerful 
level editor. If you haven't already 
experienced Descent, do so now! 
March Stepnik 


omberman has developed 
B such a huge fan base 


(especially in Japan) 


thanks to a number of versions of 


his game on different formats, 
that he’s one of the few ‘stars’ 
that has made it in the gaming 
industry. He’s a money making 
multi-format computer game 
star, and he’s about to make his 
first appearance on the PC. 

But who gives a toss eh? We're 
PC owners and owe little to con- 
sole marketing and hype. We're 
especially dubious when it comes 
to games ported from “that” 
arena. I mean, games designed 
for a SNES making it big on the 
PC? Not very likely. Then again, 
gameplay is what really makes the 
game, and as long as a developer 
keeps that in tack, it doesn’t mat- 
ter what system a title is on or 
where it came from. In all fair- 
ness it must be reiterated that 
Bomberman is pure gameplay 
pleasure, especially n multiplayer, 
so bringing it on over to the PC 
and unleashing its addictive quali- 
ties on a whole new bunch of 
gamers makes sense. There's that 
and the pure anticipation experi- 


h, animated violence, what 
Av we do without you. 
Lords II Siege Pack is here, 


I know there are more than a few 
strategy gamers who've been wait- 
ing for this one. Siege is essentially 
an expansion pack for the real-time 
combat engine in LordslII. 
Personally I think the resource 
management and development side 
of the game is what needed expand- 
ing but that’s beside the point. 

Siege offers a bunch of new fea- 
tures to freshen up the Lords II 
experience, things like combat only 
games, a battlefield editor, 20 new 
‘countries’ to conquer, ten new cas- 
tles to squash and greatly improved 
LAN/Internet play for head to head 
gaming. There is a new campaign 
that links the new countries togeth- 
er, just waiting to be crushed under 
your iron boots, and an enhanced 
scoring and difficulty setting fea- 
ture to help even out unfair con- 
tests and provide the player with as 
close a challenge as possible. 

Some cool new weapons have 
made an appearance too - Pitch and 
Stakes. Pitch is like boiling oil but 
can be used in ditches in the open 
field and stakes can be used to cre- 


enced by those who have already 
Bombermanned their way 
through many crazed sittings. 

The idea behind it is nothing 
new, but the way it’s executed 
makes Bomberman what it is. You 
must be the last standing on the 
screen alive, to win. You carry 
bombs, which you drop to kill 
other players. You have to avoid 
the bombs flames (they kill you), 
and can collect power ups to 
extend your B’man’s capabilities. 
All this in a tight gameplay area 
leads to short, sharp, competitive 
games. And new to the PC is the 
promise of up to ten players in a 
network game! 

Some of the Bomberman feel 
was lost in the conversion though. 
The graphics, while hi-res, don’t 
have the charm or beauty of the 
console versions. The Al was aver- 
age - computer controlled players 
would often run directly into the 
path of a flame even when there 
were other avenues of escape. 
Also, the grid on which you 
dropped your bombs (invisible to 
the player) is larger in this version 
than the console ones, feeling 
more clumsy than the console ver- 


ate artificial obstacles and defences. 

The new realms in Siege take in 
places like Japan and Australia and 
there’s even a city map based on 
the streets of Boston where the 
game's designers live. All of the 
new maps have been designed with 
multiplayer gaming in mind too so 
you'll now have plenty of options if 
that’s how you like to play. 

There’s other new stuff too, more 
random events both good and bad, 
and an enhanced diplomacy engine. 








Bomberman games are usually 
more fun than sex in zero gravity, 
however Atomic Bomberman isn’t 
quite as good as its latest Sega 
Saturn instalmant 


sion. It’s not all bad, 
Bomberman’s brilliantly designed 
gameplay is unassailable by minor 
flaws and all in search of a poten- 
tially special game experience 
(who haven't seen any of the con- 
sole versions) should take a look. 
March Stepnik 





This charming portrait of medievel 
life shows the pouring of boiling oil 
onto would-be attackers. Makes a 
change from those Tesla tanks, huh? 


Overall Siege is a useful addition 
to Lords II and if you liked the origi- 
nal title you'll probably love the 
extra scope that this affords. 
However if you were a bit under- 
whelmed by LOR II this won't 
improve your opinion of it by much. 

George Soropos 
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carecory  Action/Strategy 


PLAYERS 1-10 


pueciswer Interplay 
PRICE STBA 
RATING G 


AVAILABLE Now 


NEED Pgo, 16 MB RAM, 
50MB Hdrive 
WANT P133, 32MB RAM 


overall 


72@ 


Aminor disappointment. We 
really wanted this one to 
work. It does, but not as 

spectacularly as it should’ve. 





caTecory — Strategy 


PLAYERS 1-4 


pue.rswer Sierra 
PRICE $59.95 
RATING G8+ 


AVAILABLE Now 


NEED 486/66, 8Mb RAM, 
2X CD, Wings 

WAAT P100, 16Mb RAM, 
6X CD 


overall 


79@ 


Folks who love this game real- 


ly love it. They’ll be happy 
with this then. 
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(@| Duke Nukem Atomic Edition __ 





BATT Action 


1-8 


3D Realms/ GT 
Interactive 


STBA 
MA15+ 
Now 


486, 8MB RAM, 
47MB HD 


Pentium, 16MB RAM, 
4xCD ROM 


overall 


80@ 


Duke Nukem 3D a year later, 
and still kicking. 





s Duke Nukem 

Atomic Edition 

just another exer- 
cise in squeezing a 
few extra drops out of 
a well known brand 
name? Let's take a 
look at the evidence. 
Duke Nukem Atomic 
Edition is made up of, 
wait for it, the original 
Duke Nukem 3D 
game, three episodes 
intact. It’s got a new episode, called 
The Birth, made up of 11 new levels. 
New monsters? One or two (and the 
AI is still hasn’t been fixed). New 
weapons? Nay - well, you get the 
Microwave Expander, which is just 
the Shrinker in reverse, so it doesn't 
really count. Instead, you get Duke 
Wings themes for Wings Plus, 5 
different Duke screen savers, a cou- 
ple of jigsaw puzzles, and a few 
screenshots (one question - why?) to 
keep you Duke freaks happy. Most 
noteworthy though, is the inclusion 
of a level editor (not the most user- 
friendly though), so those wanting 
to create their own gorgeously mind 
bending levels can hop to it. All in 
all, that’s pretty much it. 








So how does Duke Nukem 3D 
stand after a year of play, after 
Quake, and just before the next 
big wave of 3D first person shoot- 


ers? Remember, Duke was 
released just before the breathtak- 
ingly beautiful looking Quake was, 
yet used an engine similar to the 
Doom one. Looking at them side 
by side, it'd be a mistake to judge 
the two on graphics alone. The 
messy Duke 3D v. Quake war fol- 
lowed, taking no prisoners. Duke 
3D held its head high though 
thanks to an excitingly dangerous 
array of weaponry, stunning level 
design, game detail, and plenty of 
attitude. This is still the case 
today. It plays great, and the new 





(left) How to make a lot of money 
from computer games, lesson No.1 


levels continue to display the 
trademark brilliant design of the 
first three episodes. But really, it’s 
just Duke 3D with a couple of 
extra levels at a cheap price. 
Perfect for first time Dukers, not 
something that everyone else 
would want to splash out for. 

Oh yeah, the OFLC were kind 
enough to let all the controversial 
stuff back in this version, and gave 
us the ability to decide if we want it 
locked out or not - no doubt thanks 
to all you readers out there that 
voiced your opinion on the matter 
and wrote in. It should have been 
in the game a year ago though. Oh 
well, thank god for democracy. 

March Stepnik 





EA Sports 


STBA 


G8+ 


Now 


Win 95, Pentium, 16 
MB RAM 


P166, 100MB HD, 
32MB RAM 


overall 


82@ 


A great baseball title. Just ask 


yourself if you really like the 
sport first. 


PC PowerPlay 








lay 98 


oud think that with every 

year that goes by, each new 

installment in a sports series 
would get better and better. But it’s 
a funny industry isn’t it? You get 
the slow and steady improvement 
of one game in a series, then on 
the other hand, you get a title that 
plays worse than a dog on tranquil- 
lisers when the previous year’s title 
was a gem. Just think about it: what 
can you do to the same brand name 
and sport's title year in, year out to 
justify the public forking out the 
cash to purchase the next update? 
Especially when you have all the 
licenses, all the options (plus a few 
rather incongruous extra ones), all 
the teams, players, plays, stadiums, 


etc - what then? Many go with 
sprucing up the graphics a bit, fix- 
ing up a new superstar to endorse 





the product, occasionally the 
engine is tampered with. In 
the continuing saga of the 
Triple Play series, the 97 edi- 
tion wasn’t exactly a brilliant 
play. Then again, it wasn’t 
exactly a bad one either. Sort 
of middle of the road. So 
there was some room to 
improve for the next... 

The 98 edition is another 
story. You've got the better 
graphics, nicer sounds and a 
tweaked engine. You have 
all the licences, stadiums, season 
and player stats (50 of them!), man- 
agement play, three levels of difficul- 
ty and just about everyway to play 
the game of baseball. The player 
graphics are spectacular - motion 
captured polygon players look great, 
move realistically, and even have 
their own stance, style and 
swing! The days of generic base- 
ball players are finally num- 
bered! But remember, this is a 
sports game - baseball. A game 
that is best related as a phenom- 
enon to cricket. Well, the end 
result is much more enjoyable 
game than the sum of its parts, 
and definitely more fun to play 


Instead of spending years practising intricate 
throwing techniques, just press right+control! 





than last years bash. This is mostly 
due to the approach EA have taken 
to presenting their sports games. It’s 
like sitting down with some beer 
and nuts, and watching the match 
on the tv. In TP98, you now have a 
two man commentary team, with a 
repertoire that you will not tire of too 
quickly - vital to the longevity of a 
title like this. The only real gripe is 
the player control in the outfield, a 
little too stiff and clunky. The pre- 
cise, quick movements of the real 
game just don’t translate to the 
small screen too well. 

All in all, the best version of EA’s 
baseball series for baseball fans yet. 

March Stepnik 
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WER SHINS 
Peter Gabriel’s EVE 








Real World Multimedia 
486/66, 8Mb RAM, Win 95 


ALL ABOUT EVE 
OK, I admit it. Not only am | 

warped enough to find the idea of 
exploring inside somebody's head 

| attractive, I’m also the type of geek- 

| grrl who digs writing electronic 

| music. So it’s no surprise that 

| Peter Gabriel’s new CD-ROM 

| ended up on my desk. And I can 
happily report that the suit-wearing 
Brit has come up with an addictive 

| and succulent offering. 

| 


| Gently fry your left brain 


You are confronted with a wall of 
| bubbling, suppurating mud. So, 
| what would any self-respecting per- 
| son do in order to reach the cred- 
| its? Jump in. You have entered the 
universe of Eve: here you must 
fully explore the surreal in order to 
get anywhere. Once you've rewired 
your grey matter to match the 
_ twisted minds of the game design- 
ers, things like chocolate urinals, 
gnome-throwing contests, singing 
fish and molest-the-mannequin rit- 
uals will become second nature to 
you. In some regards, Eve bears 
comparison to Myst - this is a place 
with its own rules that you must 
slowly decode in order to progress 
to the next level. Or in the case of 
Eve, evolve. There are four main 
worlds in Eve that slowly develop 
from your actions: Mud, Garden, 
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Profit and Paradise. If 
you're not careful, 
you'll find a fifth, 
post-apocalyptic world 
of Ruin. 


Follow that cactus! 

In order to get from 
one world to the next, 
you need to think 
sideways and move 
your mouse over any- 
thing that looks vaguely suspi- 
cious. Most things do. Fortunately, 
the screen isn’t too large - it’s 
based on a cinemascope model, so 
there are bands of black above and 
below the central screen. This 
means the images aren't too mem- 
ory intensive and you can move 
smoothly over a 360 degree vista if 
your machine is fast enough. 
Gabriel worked with four artists 
intensively; an artist inhabits each 
of the worlds, and you can explore 
their studios and mutate their art- 
works. The artists provide clues, as 
do an array of experts like Steve 
Jones (professor of genetics), 
Kathy Acker (cultural theorist) and 
Orlan (famous for sculpting her 
own body with numerous surgical 
operations). 


Sex, ties and videotape 
There is a temptation (if you'll 
pardon the imagery) to say that the 


wees main theme of Eve is 


sex. Well, maybe not 
| sex, but definitely the 


relationship between 
the sexes. In an 
abstract way, you are 
trying to unite Adam 
and Eve and recreate 
Eden but in a far 
more concrete sense 
you get to watch video 
footage of people talk- 
ing about the intimate 














details of their love lives. The 
voyeurism Eve offers can be seduc- 
tive in itself. Gabriel started this 
project when his marriage broke 
up, so there is clearly some serious 
therapy happening. 


Interactive musical toys 

The final element in the heady 
cocktail is the musical experience 
- the objects you discover pro- 
duce sounds that you can mix 
and overdub into tracks. Each 
world features a Gabriel track: 
Come Talk to Me, Shaking the 


Tree, In Your Eyes and Passion, 


with additions from musicians 
on the Real world label. You can 
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A dwarf throwing contest in Iceland? My bags are already packed 


take time-out in the musical 
regions and use something far 
too organic to be called a mixing 
desk and play with images far too 
weird to be called interactive 
video. It’s not just eye and ear 
candy, but every sensory organ 
you care to mention. 

This CD-ROM is pushing the 
frontiers of multimedia design, 
and I played it right through to its 
2001-style ending (go figure). If 
you can handle entering the psyche 
of Peter Gabriel and you like your 
visual and musical experiences to 
be completely out of the ordinary, 
meet Eve. 

Kate “Barbarella” Crawford 


Coming soon 
to a computer 
store near you 
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HOLWAR 
MATROX 


Millenium Il 


Matrox have always been at the 
forefront of graphics processor 
cards, though since the boom of 
| dedicated 3D cards they've suffered 
a little. The release of the 
Millenium II isn’t going to stem 





NT, rather than your average game 
freak. Matrox have, they say, com- 
pletely redesigned their MGA chip, 
now in its sixth generation, and 
promise even more powerful 2D 
acceleration as well as an improved 
the flow of gamers jumping on the 
3Dfx expressway, but then again 
it’s not really supposed to. The 
Millenium II is designed for high 
end professional CAD and 3D ani- 
mation users running Windows 


3D rendering engine too. It’s 

designed for the Pentium II micro- 
g 

processor as well as other micro- 

processors, and as with previous 

Matrox releases makes use of 

WRAM. It’s available with either 


Pc PHANTOM 
Joystick 


The Thrustmaster range is at the top of the line for quality and preci- 
sion in joysticks, but they’re also mostly at the top of the range for 
price as well. For those monetarily challenged, 
| a mid price joystick might be just what the 
doctor ordered, and at $79.95 the PC 
Phantom fits the bill. It’s got a nice comfy 
handle for those extended playing ses- 
sions, an 8 way hat switch, and in a 
innovative move they've included a 
T-Bar throttle control on the side 
as well. Add a dual speed auto fire 
control and requisite x and y axis 
trimmers, and you're looking at a 
very respectable control stick for the 
price. More info 
| from Logic 3 on 


(02) 9417 8333. 


It might 
look a bit silly, 
but then again so do 
most joysticks 













4Mb or 8Mb 
WRAM as a base 
configuration, and is 
upgradeable to 8,12, or 
16Mb - which should be 
enough for even the most 


16 bit Z buffer or 
1600x1200 in high 
colour with a 32 bit Z buffer, the 
Matrox Millenium II is a powerful 
graphics card for serious designers 
and animators. Further info from 
Focal Point Computing on 


(03) 9525 1144. 
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LOGITECH 
Cyberman 2. 


Mark 2 of the original Cyberman from Logitech is a completely different 
affair than the first. Even thought the original Cyberman was rather innovative 
for its time, it could be said that it was too far ahead of its time in terms of 
useability and application. With a lack of support from games developers on 
the whole, the 
Cyberman crashed, 
burned, and was 
swept away from the 
public eye. Sad what 
happens to innova- 
tive products, eh? 

So the Cyberman 
is back with a fresh 
look and a fresh 
philosophy. Firstly, 
you should be very 
happy to know that 
the Cyberman 2 
already has an impressive catalogue of games that support it, including 
most of the big first person shooters of yesterday and today. Also, the thing 
has been totally redesigned. The shape, look and dare we Say feel of the 
Cyberman 2 is like something out of HR Giger’s Necronomicon 2 - dark, 
techy, and somewhat erotic. Heaps of buttons to program and fiddle around 
with (very easy to do with the included programmer “Logitech 
Entertainment Centre” - see the Wingman Digital piece), you can program it 
pretty much in any way you want to. 

Working on the “ pull, push, twist and yank-a-thing” principle that only 
SpaceTec with the Space Orb 360 has previously pulled off, the CyberMan2’s 
main drawcard is that it provides 6 degrees of movement. Courtesy of the 
“puck” situated on the right side of the controller, you get the same degree 
of control as the Space Orb, though with a much more logical set up. The 
Space Orb’s spherical design takes a little getting used to considering that 
there seems to be no tangible frame of reference to the vehicle you are con- 
trolling on screen. With the flat, pasted on approach of the CM2, visualizing 
the puck as being the “ little space ship” with a front, rear and sides, it’s easy 
to see and then guide your vehicle with a more natural technique. In theory. 

We tested the Cyberman 2 with Descent 2 and opinion is divided. One 
tester thinks it totally blows the SpaceOrb out of the water, while another 
things it’s a little unresponsive and confusing with Descent 2, though fine 
with games like Quake. Included with the package is a cut down version of 
Descentz to play around with. 
$199. (RRP) from Dataflow. 


graphics intensive applica- 

tions. With features like an 
improved gouraud shading engine, 
a 16Mb frame buffer, and a double 
buffered design environment of to 
1800x1440 in high colour with a 
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SMART TV 


The humble PC is an accessory- 
hungry entity. The only thing 
more unashamedly unquenchable 
in it’s quest for the holy grail in 
peripherals is the buyer itself. 
Some add-ons are essential, some 
are pretty darn useful, while others 
belong to that unique set of acces- 
sories of the “A cool thing to 
whack into your comp, but defi- 
nitely not very useful in most 
instances” variety. The TV adaptor 
falls in this category. For the home 
user, the only useful application 
we could possible think of is if you 
live in a flat and have no room for 
a spare TV after you've set up the 
sacred space for the computer (the 
computer always comes first!). 
Other than that, this thing is pure- 
ly a toy for your PC. And you know 
how much we all love toys! So as 
far as toys go, the Smart TV is the 
all in one solution for those wanti- 
ng to turn the monitor into a TV. 
This thing is pure external hard- 
ware, so it doesn’t take up any of 
your PCI slots or create the poten- 
tial for nasty conflicts with other 
PC devices. As far as hooking it up 
to your computer goes, it plugs 
straight into your video card with 
the monitor cable plugging into 
the nice looking box that makes up 
the Smart TV. The rest of the 


installation process is fairly simple, 


needing no software or drivers to 
get yourself set up. Thanks to this 


4 Logitech Entertainment Control Center 


though, you can’t multitask 
and watch TV in a win- 
dow on your desktop 
as you surf the 
Web or rush to 
finish that 
document 
needed the 
next day. 
Switching 
between TV mode and 
PC mode on your monitor is done 
by pushing a button on the front 
of the device - easy! You also won't 
need the computer on though to 
watch the TV. 

The Smart TV can sit flat on your 
desk or in an upright position next 
to your monitor. Due to the prox- 
imity to other electrical equipment, 
forget using a portable antenna or 
a coat hanger to get your picture 
with. We tried a standard TV 
portable antenna and the image 
came across with some interfer- 
ence. A decent picture will require 
the use of an external antenna. 
Sound wise, the device does have 
an internal speaker, though as with 
most products with such a feature, 
you're better off hooking it up to 
your speakers (you can do this). 

Other than that, this is a neat 
package with all the trimmings 
necessary to allow you to be a 
couch potato at your PC. There's 
even a remote control included! 
From Creative Pacific for $249. 












Provided you’re prepared to choose 
between either games or TV, Smart 


LOGITECH 


Wingman Extrem 
Digital Bey 

Well, Logitech seem to be the ones to bring us the first analogue-style digital 
joystick. Sounds a tad confusing, right? Basically, this is a digital device that 
emulates the proportional feedback system of an analogue joystick. Rather than 
giving you a constant amount of digital data to provide a uniform signal, either 
on or off, the Extreme Digital gives you the full sensitivity offered by analogue 
joysticks. Not ready to hand over your cash just yet? Well, digital technology 
means that you get all the benefits of analogue, with the added bonus of the 
clean operation of digital. No longer will your joystick drift off to the left (or right 
for that matter, up and down too) nor will you have to adjust the trim wheels 
that was necessary with the older model of stick (not exactly the most precise 
procedure). Or so they claim - and the theory seems to have some standing. 

As far as looks go, the Wingman Extreme Digital retains that futuristic/techy 
look and is modelled closely on the existing Wingman Extreme joystick. This 
time around however, they must have listened to our fair criticism Goystick 
Guide, Issue #12) and replaced those unresponsive clunky buttons with much 
more pleasant rubber ones. The hat switch has also been optimized, feeling 
much more responsive. Present on this stick is an always useful radial throttle. 
STSTRA The only complaints here would be that it offers little resis- 
tance and feels a little flimsy - not the ideal situation when 
you're fine tuning your craft or vehicle. Other than that, you 
can expect the usual glorious feel injection moulded plastic 
gives you with that extra special touch from Logitech -ie a 
comfy, solid stick for right handers only. 

But a polite round of applause has to go for the effort 
Logitech put into the button customizing program. Called 
the Logitech Entertainment Control Center, programming 
your multi-button stick is an absolute breeze. Using a 
graphic representation of the stick with easy to follow 
labels, you can either choose commands directly from the 
vast library of games stored or customize your own. 
Straightforward, easy to use, and damned useful. You no 
longer require a detailed knowledge of code just to make 
some use of the extra buttons that come with the newer 
generation of joysticks, and that are demanded by the 
next generation of games. 

Avery nice, large stick with a solid base. It feels good in 
the hand, and that’s one of the more important aspects of 
purchasing something you plan to place your hands on 
and become one with for many happy years together. 
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Combine Monster 3D with Monster Sound and 
you'll experience "The Ultimate Gaming Experience!” 





Diamond Multimedia make gaming so real it'll make you tense, anxious and screaming for more! 
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t all started well for 3Dfx who 

just went public in June. With 

a starting price of $11 per 
share, by the beginning of July 
prices were as high as $18.62. A 


tidy %50 jump for initial investors. 


As we all know though, life on 
the stock market is akin to a roller 
coaster ride of monumental pro- 
portions. Such as it was for 3Défx. 
By the arst of July, stock prices 
plunged as much as 43 percent to 
as low as $9.25 after the computer 
chip maker said Sega Enterprises 
Ltd., a key customer, has not yet 
decided whether it will use a 3Dfx 
chip in its next-generation video 
game machine. 

The most fascinating develop- 
ment in all this however was 
Sega’s reasoning for the doubt. It 
appears that a “faction” within 
Sega were pushing the Japanese 
video game company to consider a 
rival chip from NEC Corp. Power 
VR 2 maybe? What an interesting 
development that would make! 

By the 22nd though, it was all 
over, Sega of America confirmed 
that it has informed 3Dfx 
Interactive Inc. that Sega will not 
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utilize 3Dfx technology in its devel- 
opment of future interactive game 
consoles. With no further com- 
ment from Sega, that was that. 

3Dfx however had something 
more to say. “We are disappointed 
with this notification, and believe 
that it is without legal justifica- 
tion,” said Greg Ballard, President 
and CEO of 3Dfx Interactive. 
“However, it is important to 
remember that Sega is only a frac- 
tion of our business, representing 
less than 10 percent of our project- 
ed 1998 revenue. Our base busi- 
ness of selling 3D accelerator chips 
into the PC market remains strong 
and is even strengthening. We will 
release our earnings after the mar- 
ket closes on Thursday, July 24, 
and anticipate that they will be 
consistent with analysts’ expecta- 
tions. In addition, the rest of 1997 
already looks to be very positive.” 

3Dfx Interactive had been work- 
ing under contract with Sega since 
March of this year to develop and 
license a proprietary chipset for 
use in the new Sega game console. 
Sega has an equity investment of 
nearly $2 million in 3Dfx 


Interactive, and has funded devel- 
opment of the chipset to date. 3Dfx 
Interactive believes that, under the 
terms of its contract with Sega, this 
decision by Sega requires the com- 
pany to explore its options, includ- 
ing legal recourse. 

Of course the question remains: 
what chipset will be picked up by 
Sega? They’re out looking for a 
Nintendo 64 beater and specula- 
tion now arises as to what NEC are 
to offer. You can be sure we'll pub- 
licise any developments as soon as 
the information crosses our desks. 


Microsoft gears up for a big set of 
Christmas releases with final test- 
ing of DirectX 5.0. In Washington, 
a record number of multimedia 
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developers gathered to participate 
in an intense week of round-robin 
product testing, debugging and 
information sharing. 

With DirectX 5.0 on the table, it 
provided developers with the 
opportunity to test their latest 
products incorporating the most 
recent advancements in DirectX 
5.0. which will be ready for devel- 
opers to deliver their products in 
time for the holiday season. 

“We have seen an overwhelming 
number of improvements in 
DirectX since the first ship,” said 
Ty Graham, hardware evangelist 
for DirectX at Microsoft. “DirectX 
5.0 offers developers a vast amount 
of new capabilities and eliminates 
system incompatibilities previously 
experienced by consumers.” 

In addition to the 
testing and debug- 
ging sessions, 
Microsoft also pre- 
sented a series of 
technical briefings 
outlining the many 
enhancements pro- 
vided in DirectX 5.0 
and disclosed some 
of its preliminary 
objectives for the 
next version of 
DirectX, currently 
planned for release in the first half 
of 1998. As part of these briefings, 
Microsoft elaborated on its 3D API 
strategy. During this session, 
developers were told of Microsoft's 
current intent to continue the sup- 
port of OpenGL and plans for 
innovation and investment in the 
Direct3D API. 


Some may remember Sigma 
Designs, the people that created 
the first MPEG playback card 
known as RealVision. Despite the 
painful losses they received in the 
flop of MPEG, they’re still fighting 
on, borrowing so as they can com- 
plete their latest DVD/MPEG 2 
playback card. 

Says Thinh Tran, Sigma Designs 
president and Chief Executive 
Officer “We are optimistic about 








our new DVD/MPEG-a2 product 
offerings. This financing was done 
to ensure that we will have the pro- 
duction capacity to launch and fol- 
low through with our product strat- 
egy roadmap in establishing Sigma 
Designs as a premier player in the 
DVD/MPEG-2 and video confer- 
encing markets,” 


3D MONITOR 

Fans of Simuleyes with big wal- 
lets may be interested in 
StereoGraphics latest development, 
the Monitor Z-Screen, which deliv- 
ers Advanced Stereoscopic 3D 
Visualisation for Workstation 
Displays. 

The monitor Z-Screen is a flat- 
panel overlay monitors that pro- 
vides true stereoscopic 3D visual- 
ization capabilities. Similar in 
appearance to an anti-glare screen, 
the Z-Screen enables on-screen 
images to be displayed with realis- 
tic depth, making objects appear to 
have presence in the user’s physi- 




















cal environment. 
Artifacts, which are 
small ghosts or double 
images from objects 
in the distance, used 
to be a problem with 
LCD stereoscopic 
glasses. The Z-Screen 
however can deliver 
stunning and visually 
rich 3D images with a 
high dynamic range 
and no artifacts at all. 
The Z-Screen works 
by circularly polarizing the left and 
right eye images in opposing direc- 
tions. When passive polarized glasses 
are worn, these independent images 
are transmitted to each eye and the 
viewer sees a realistic 3D picture. 
How much will all this cost you? 
The StereoGraphics Monitor Z- 
Screen carries a suggested list 








price of US$2,195 with 3 pairs of 
polarized glasses and is available 
now. The StereoGraphics Z-Screen 
Interlace Adapter which is neces- 
sary for Windows systems carries a 
list price of US$295 and is also 
currently available. Additional 





polarized glasses are available for 
| US$49 per pair . 
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GAMES, GAMES 


GAMES! 


There are big moves afoot in the 
3D world at the moment with an 
immense number of titles coming 
out ready with 3D acceleration. 
First up is news from Interplay 
stating that the much awaited 
Starfleet Academy will be 
Rendition Ready out of the box. 


Sin 

On the tst person perspective 
shooter front comes Sin, developed 
by Ritual Entertainment (formerly 
known as Hipnotic Interactive: cre- 
ators of The Scourge of Armagon: 
Quake Mission Pack 1). 

Utilising Id Software’s enhanced 
Quake/Quakez engine, Sin will 
support both software rendered 
and OpenGL/3DFX enhancements 
such as colored lighting, and pro- 





gramming in a C++ DLL interface 
(instead of QuakeC). 

There’s even a story: you're a 
mercenary in the 21st century 
hired to stop Sinclair in her fight 
to take over the city with a mutat- 
ing drug. To add to the genre is a 
‘hacker’ sidekick who will accom- 
pany you within the game. 


Everquest 

Sony have decided that the people 
at Origin are onto a good thing with 
internet gaming so they’ve decided to 
release their own title. Called 
Everquest it’s an RPG designed from 
the ground up to support over 1,000 
players simultaneously per server. 

You can choose from 12 races and 
14 Classes, including dwarves, ogres, 
trolls, rangers, wizards, and rogues 
with over 40 unique skills and 
innate abilities. Adventuring alone 
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is supported, and forming parties to 
complete quests encouraged. Each 
class and race has strengths and 
weaknesses, and the stronger 
groups will be those who balance 
their parties and work as a team. 

The 3D Technews relevant bit 
though is the clincher, Everquest 
adventuring is within a true 3D 
environment optimised for the 
graphic accelerators through Direct 
3D and native support for the 
Voodoo chipset from 3DFX. This 
use of 3D allows for multiple cam- 
era views where you can switch 
from exploring in first person to 
any number of top down views to 
facilitate tactical combat. 


Carmageddon 

For those that have been playing 
the totally awesome Carmageddon, 
you’d think it couldn’t get any bet- 
ter. Well it can. 3D accelerator sup- 
port is being written into 
Carmageddon now. 

New improvements include a res- 
olution upgrade to 640 x 480, sub- 
stantial speed increase, distance 
fogging and bi-linear filtering. 
There will of course be no change 
at all to the gameplay. 

3Dfx has been confirmed as the 
first patch, with patches for other 
cards to follow. 


PCPowerPlay 





(above) Forsaken 
(left) G-Police 
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(bottom) Plane Crazy 
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Interstate ‘76 3Dfx & 
FIFA 98 


G-Police 

The movie Blade Runner is by far 
one of the most immersive ever, 
looking at a future society overtak- 
en by pollution and overpopula- 
tion. Dank brown imagery offset by 
flying cars with brilliant lights 
causing dramatic lens flares across 
the megalopolis is almost a cyber- 
punk cliche. It’s surprising then 
that no-one has caught onto this 
genre and written some games 
within such a scenario. Well then, 
lay praise to Psygnosis who have 
created a delightfully dark cyber- 
punk environment to brood 
around in. 

The plot of the game has you 
infiltratrating the G-Police (the 
organisation your sister was a 
member of), so that you may 
uncover the conspiracy and decep- 
tion behind her murder. 

The arena for your revenge is the 
entire city itself. You’re in an afore- 
mentioned flying car and have to 
battle the members trying to stop 
you. The most exciting elements 
about this game is the attention to 
detail around you. Buildings litter 
the entire city with conventional 
cars going about their business 
down below. 

Enemy ships are beautifully cre- 
ated with engines giving off a cool 








blue glow and subsequent lens 
flare. Explosions are also delight- 
fully detailed as ships explode into 
many parts and explode separately, 
each with their own lens flare. 
Can't wait! 

3Dfx support has been confirmed 
for G-police with further card sup- 
port to be named by Psgnosis. 


FIFA 98 

FIFA Soccer fans with 3D accel- 
erator cards will be interested in 
the next incarnation of the soccer 
game as it will include full 3D 
accelerator support. Using the 
Direct 3D set of APIs it will sup- 
port all the major cards. 


Forsaken 

Forsaken is a next generation 
Descent 2 type game in the works 
by Acclaim who are putting their 
problems behind them and mov- 
ing forward with a new emphasis 










on quality. 

Unique features include 
levels all having different 
themes, each with their 
own unique objectives, 
puzzles and challenges to 
; complete. Forsaken also 
features an incredible mul- 
tiplayer mode that sup- 
ports 1 to 12 players over 
the internet or IPX net- 
work. The action is fast and furi- 
ous which can best be described as 
a cross between Quake and 
Descent. The game will require a 
3D accelerator and uses Direct 3D 
meaning that any D3D compatible 
accelerator will be supported. 

The screenshots were taken from 
the 3Dfx version and as you can 
see, the engine flare is of a quality 
unlike any seen in a 3D accelerated 
game yet. All weapons are also 
light sources and will gleam and 
flare on an enemy impact. 

Another title to come from 
Acclaim to the 3D accelerated PC is 
the Nintendo 64 hit game Turok 
Dinosaur hunter. A first person 
perspective shooter, you run 
around laying waste to primitive 
man and all species of dinosaur. 


Plane Crazy 

Plane Crazy is a title being devel- 
oped by Inner Workings primarily 
for the Intel arcade system. For 3D 
accelerated PCs, the same code will 
also be released at retail level through 
standard distribution channels. 

Plane crazy is a comic-book style 
flight simulation where you play the 
part of an ambitious new pilot 
yearning to join an elite band of avi- 
ators called the Crazy Aces. In order 
to succeed in the game you have to 
fly against and beat the aces them- 
selves in a series of testing courses. 

To complement the different 
courses in the game, there are also 
a variety of planes available, or you 
can personalise your own and fly it 
over a serial, LAN or Internet con- 











nection against friends. Utilising 
Direct 3D, it will support the 3Dfx, 
Rendition, PCXz2 and other D3D 
compatible cards. 


Interstate 76 3D patch 

After what can only seem like 
months, (well it has been) comes the 
“It'll be out 2 weeks after release” 
Interstate 76 Direct 3D patch. 
Although only just in Beta, the patch 
does significantly speed up Interstate 
76, once you figure out how. 

To the surprise of many, after 
applying the patch and pressing 





the brand spanking new “Direct 
3D” button from the start screen, 
Interstate 76 wasn’t any faster at 
all. The scenery jerked around and 
overall the patch seemed excessive- 
ly faulty. 

The trick, however, is to turn off 
the yirtual dashboard of the car 
and use one of the many external 
views. The best view we found was 
the front grill view (achieved with 
the F6 key). It’s a little low to the 
ground, but the speed is every- 
thing you could hope for. 

The road whizzed by at a very 
healthy frame rate with mountains 
and objects all off in the distance 
updating perfectly. Battling it out 
against creepers in this mode is a 
definite buzz. Slamming on the 
emergency handbrake to rip around 
and waste your enemy at 30 fps is 
all the fun you'd expect it to be. 











The patch can be found in \tech- 
news on the cover CD. 


EF2000 V2.0 

3Dfx and Rendition owners 
have reason to be extra cheery 
this month. The long awaited 
EF2000 Graphics + has been 
released with complete accelera- 
tor support for the 3Dfx (Voodoo) 
and Rendition chipsets. 

EF2000, released more than 2 
years ago now was not without its 
problems. Released incomplete, it 
wasn’t until a series of patches 
later consumers got 
4 what they paid for. 
=| EF2000 v2.0 isn’t 
actually a new prod- 
uct. It’s just EF2000 
jy vi.X, plus Tactcom 
§ and the 3D accelerat- 
| ed editions bundled 
together. 

If you have already 
purchased EF2000 
you could be under- 
standably miffed at 
having to purchase it 
again for 3D acceleration, but it is 
well worth it. The bi-linear filtered 
landscape below and complete dis- 
tant drawing give a sense or reality 
like no other simulator. 

Fly-bys occur at frame rates that 
never skip and you can navigate the 
virtual cockpit at speeds to shame a 
Pentium 200. In the midst of a 
dogfight when you’re visually 
locked onto the enemy, exhaust 
from the many missiles obscures 
your vision and the sun flaring 
directly in your eyes the believabili- 
ty factor of being there is very high. 

Other effects include using the 
hardware fogging abilities of the 
accelerator cards to create hazy 
mornings and greater definition 
on the aircraft themselves such as 
identification decals (textures), and 
every aircraft's loadout appearing 
on the fuselage and wings. 


SONY PLAYSTATION 


URN - MEGA DRIVE 
SECA SAT GAME BOY 


N64 


WE GIVE YOU MORE... 


Trade-in your conquered games 

Try any console games in-store 

Save $$$ with our exclusive members card 

Win with our in-store competitions 

Speak to our friendly staff who know games 
Pre-order/back-catalogue order service available 
Get into the exciting atmosphere of Hitech World 


OPEN 7 DAYS A WEEK 
Weekdays 9-6 Sat 10-4 Sun 12-4 


YOUR LOCAL WA HEADQUARTERS 


Albany Tel: (08) 9842 9840 
Cannington Tel: (08) 9451 1340 
Bunbury Tel: (08) 9791 6620 
Innaloo Tel: (08) 9445 7744 
Kelmscott Tel: (08) 9390 2020 
Morley Tel: (08) 9275 7700 
Midland Tel: (08) 9250 6767 
Myaree Tel: (08) 9330 8313 
Northbridge Tel: (08) 9227 9991 
Rockingham Tel: (08) 9592 8033 
Woodvale Tel: (08) 9309 9627 


YOUR LOCAL NSW HEADQUARTERS 


West Ryde Tel: (02) 9807 7755 
New Store Opening Soon 


YOUR LOCAL QLD HEADQUARTERS 


Lutwyche Tel: (07) 3357 4888 
Mermaid Beh Tel: (07) 5572 9166 


For details on how you can own and operate a Hitech World Store 
call Rob Allison on 0414 245 548 








Mechwarrior 2 Mercenaries 3Dfx 

Fans of the Mechwarrior series 
have been waiting a long time for 
the Mercenaries 3Dfx patch but 
finally it’s arrived, in many a form. 
There was almost quite an uproar 
when news hit of the Mechwarrior 
Mercenaries 3Dfx Retail edition, 
which is a reality. 

Currently there are 2 ways to 
achieve 3D acceleration of 
Mechwarrior 2 Mercenaries. You 
can go out and buy the 3Dfx edi- 
tion packaged and ready to go, or 
you can download the patch off the 
Activision Web site. 

There appears to be a difference 
though. Although not confirmed, it 
does seem that the patched version 
of Mercenaries is a touch buggy. 
We however have had our hands 
on the Retail version now for over 
a week and can gladly report that 
all’s fine. 

In fact, the quality is astounding. 
The Mechwarrior team have used 
just about every 3Dfx function they 
can. Fogging is handled beautifully 
with objects that enter the haze 
being re-coloured accordingly. Mip 
mapping plays a strong role as the 
ground draws all the way to the 
horizon and the sky above scrolls 
overhead with clouds being reflect- 
ed in the cockpit of the other 
Mechs. 

One of the most fascinating 
things regarding the 3Dfx version 
of Mechwarrior Mercenaries is the 
environments level of realism. 
When traversing a mountainous 
range, the hills using realistic 
ground textures and bi-linear filter- 
ing are so realistic that sometimes 
the other Mech seems out of place. 
It’s like a plastic object being 
filmed in a realistic environment. 
This isn’t a gripe though, it’s a fas- 
cinating testimony into the quality 
and power of the 3Dfx accelerator. 

Texturing has been used for 
every object in Mercenaries, 
where the Mechs in the accelerat- 
ed version of Mechwarrior 2 were 
gouraud shaded, the Mechs in 
Mercenaries are all textured 
using metallic gritty textures. 
Lasers are now a coloured light 
source and on the way to target 
light up the ground and on 
impact light up the object it’s hit- 
ting. Missiles fire leaving a parti- 
cle stream behind and everything 
runs at a very healthy frame rate, 
though occasionally there is a 
slight jerk, but nothing to be con- 
cerned about. 

Whether you download the patch, 
or buy the 3Dfx retail version this 
is a must edition to the 3Dfx own- 
ers software list. 
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CAaNOPUS 
TOTAL 3D 


It would be easy to be cynical 
about a name like Total 3D. 
Canopus however, in a rare situa- 
tion where the product name actu- 
ally reflects the goods inside, have 
created a quite affordable and com- 
plete 3D hardware solution. 

To extrapolate upon this claim, 
the Total 3D is more then just a 
Rendition 3D accelerator. It also 
features a port for plugging in an 
included pair of LCD shutter glass- 
es and audio input to 3D spacialise 
your sound. 


Ease of installation: Excellent 

Installing the Canopus Total 3D 
is an extremely simple experience 
especially in light of some of the 
difficulties to be had with other 
Rendition based cards. Booting 
into Windows 95, the operating 
system detected new hardware 
and promptly requested the dri- 
ver disks. The Canopus drivers 
then automatically installed, the 
system rebooted and everything 
was up and running. 

An important note to make 
regarding the shipped Canopus 
drivers is that they work. Where 
the 3D Blaster initially shipped 
with some of the buggiest drivers 
to date, the Canopus drivers were 
fine. The 2D performance was 
outstanding and text in applica- 
tions such as the MS DOS prompt 
seemed to scroll much faster. 
Mpeg too was perfect (1280 x 
1024 at 20 fps). 

The games that ship with the 
Canopus such as Descent 2 and 
Whiplash might seem a little dated 
but they all have a unique surprise 
in the form of Stereoscopic usage. 

For those not exposed to LCD 
shutter technology, it is the process 
of displaying a left and right image 
in between screen refreshes on a 
monitor. By then wearing a pair of 
glasses synced to the refresh and 
blacking out opposing eyes, a 3D 
image is created. For example, 
when the application is displaying 
the left image, the right LCD shut- 
ter of the glasses darkens so that 
only the left eye can see the left 
image, the situation reverses for 
the right eye. 

The effect is excellent generat- 
ing a totally realistic image in 3D. 
Looking down the corridors of 
Descent 2, the sensation of depth 
is astounding. In favour of the 
Canopus 3D controlling the glass- 
es is that screen refreshes as high 








as 120Hz can be used, which 
totally eliminates any flicker from 
the glasses. 

Another advantage of the 
stereoscopic glasses on the 
Rendition chipset was in the 
speed. When stereoscopic soft- 
ware has to generate a left and a 
right image, it effectively doubles 
the processor requirements of 
the system. With the Rendition 
handling the load though, 
Descent 2 ran stereoscopic at 
640 x 480 in 65,000 colours, bi- 
linear filtering and specular 
lighting at over 20 fps. 

Whiplash 3D (Fatal Racing) also 
utilised the stereoscopic abilities of 
the card and made racing around 
the tourse literally a dizzying expe- 
rience. I must admit, prolonged 
use of the glasses did give me a 
slight headache, but as with a VR 
headset, that can be avoided with a 
few regular breaks. 

Indycar Racing 2 which also © 
ships with the Total 3D is a favorite 
among the Rendition owners out 
there. With complex models in the 
form of the Indycars it keeps a 
high frame rate even with a num- 
ber of opponents on the track and 
allows for some high speed racing 
without a jerk in sight. 

The 3D aural abilities of the 
card really must be mentioned as 
well. By simply plugging an out- 
put from your soundcard into an 
input into the Total 3D, it spa- 
cialises the left and right chan- 
nels of the audio making the 
sounds appear to be playing 
around you. The effect was sur- 
prisingly good, essentially allow- 
ing you to distinguish left from 
right much easier. In Descent 2 
for example, you could decipher 
much more easily whether you 
were being shot at from behind, 
the left or right. 

Those that like their bass howev- 
er may not appreciate this func- 
tion. If bass is too high, the sound 
does distort, but seeing as all you 
need to do is unplug your speak- 
ers from the Total 3D and back 
into your sound card, it hardly 
seems a problem. 

Overall, despite the Total 3D 
being more expensive then just 
a straight card, the quality of the 








CaNoPuS 


ToTAL 3D 
Chipset: Rendition Viooo 


Included software: 
Indycar Racing 2 
Descent 2 
Whiplash 3D 


Other Inclusions: 
3D Stereoscopic LCD Shutter 
Glasses. 


BENCHMARKS: 
Wizmark: 6224.8 
Winbench Winmark: 22.6 


DrreEcT 3D 

Test 4. 

Raw textured polygons, Z 
buffering, Perspective correct 
textures, Overdraw Front to 
Back and gouraud Shading. 


All of Test 1, plus Bi-linear 
filtering 

Fill rate: 3.9 

Polygon throughput: 2.41.34 
Intersection throughput: 0.94 


Test 3 

All of test 1 and 2 plus specu- 
lar highlights. 

Fill rate: 3.9 

Polygon throughput: 229.49 
Intersection throughput: 0.94 


Tunnel: 40.48 
Fly: 45.51 
Octt: 75.75 
Oct2: 75.75 
Sphere: 38.75 
Triangle: 72.46 
Twist: 57.14 


DOS Tests 
Bench: 33.1 fps 
SVGA Bench: 31.8 fps 


Quake 

640 x 480: 19.27 fps 
640 x 400: 23.56 fps 
320 X 200: 32.03 fps 


drivers plus stereoscopic glasses 
and 3D sound make the Total 3D 
a better overall buy. Although 
these extra’s may seem like a 
frill thrown on as an after- 
thought you can be assured it 
isn’t. The whole kit is well put 
together and factors the card 
above other Rendition solutions 
out there. 

Jere Lawrence 








Apocalypse 3D or 3Dfx to 
Apacalypse 3Dx, call us! 


MORE AWARDS .. 


PC Format 
Christmas 1996 
Gold Award 
Editor's Ciipice 


°PC Forniar. 

Christmas 799 
Best Newht 
Hardware N 


Computers 
Gaming Warid 
January 7897 

Five Star Atvard 


PC Answers 
January 1597, 
Planinunt 
Award} 


Persond}; 
Computer, World 
January 1997, 
Highly 
Commended 


Computer Life 
Uanuwary 1997 
Five)Star Award 
Computer Biyer, 
Jantiary 1997 
Récommended 


PC Advisor 
Januaryy1997 
8/310 
PC Home 
January 1997, 
5/10 


For KICK ASS explosive arcade-style 
gaming action and unparalleled perform- 
ance, you need a KICK ASS video 
graphics card. So we created one — the 
Apocalypse 3Dx. 

Based on the revolutionary PowerVR 
technology from NEC® and VideoLogic®, 
Apocalypse 3Dx is the next genera- 
tion in 3D technology. 

The card includes an amazing 
4Mb of high performance 
SDRAM texture memory, is Plug 
and Play compliant, and supports 
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The Next Generation 2. 
r*in-3D~“Accelerators 


Explosive Acce 


Microsoft® DirectX 3.0. 

When designing drivers for the 
PowerVR, NEC® and VideoLogic® worked 
closely with Microsoft® to ensure that the 
new drivers take full advantage of 
PowerVR’s unique architecture. As a 

result, Apocalypse 3Dx gives users 

the highest level of D3D game 

performance anywhere in the 

market today, as well as provid- 

ing an outstanding platform for 

the growing range of 3D Internet and 
multimedia applications. 


In a major endorsement of PowerVR 
technology leading games developers 
including Psygnosis®, Kalisto*, Ubi Soft 
Entertainment®, Electronic Arts*, Fox 
Interactive", Reality Bytes® and Activi- 
sion® are now bringing their top arcade 
hits to the PowerVR platform. 


So, if you're after unprecedented 
realism, mind-blowing detail and complex 
effects at very high frame rates (and who 
isn’t) - get your ass into gear and get the 
Apocalypse 3Dx graphics card NOW! 


Comes with 

5 FREE games 
MechWarrior2 
Uitim@te Race 
Wipeout 2097 
Tomb Raider 


Terracide 







. 


Just one of 
Apocalypse 
2D’s many 

Awards. 


CHECK US OUT — WWW.VIDEOLOGIC.COM 
Freecall 14800 Ob??ee Fax (03) 9722 2104 


Dealer/Regional Distributor enquiries welcome 


Email: vide 


Games may vary depending on availability. “Boot Magazine — Kick Ass! Product award and trademarks are registered by their respective companies. 
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ACCELERATED GRAPHICS PORT 





Breaking the graphics speed record 



























metal texture, etc.) onto 
the face of a 3D object. The 
mathematics behind texture 
mapping are quite complex, 
and requires a considerable 
amount of processing power to 
accomplish. Not only does texture 
mapping require a massive amount 
of processing power, it also 
requires quite a bit of memory for 
the storage of these bitmaps and 
other related 3D information. This 
memory also has to be tied to the 
3D-video processor, as massive 
amounts of bandwidth are needed 
when retrieving bitmaps for the 
texture mapping process. 
Updating the screen at close to 
30 frames per second, which is 
needed for fluid motion can 
often mean drawing millions 
and millions of textured poly- 


THIs GuY ISA 
MINOTAUR ARCHER 
FROM Hexen II, 

SANS POLYGONS 


ames using 3D graphics 
{ have been around for 
many years now, and have 


progressed considerably compared 
with the old 3D games. Originally 
all there was were plain vector 
graphics, these were simple 3D 
objects with a line interconnecting 
the relevant points. Nowadays 
though we have very complex 3D 
games that require literally mil- 
lions of textured polygons to be 





gons every second. So, all tex- 
tures need to be easily acces- 
sible to the 3D graphics 
processor. This really eliminates 
the use of main memory as the tex- 
ture map buffer. This is because 
the link from any PCI slot 
to main memory can only 
sustain around 132Mbytes 
per second of peek perfor- 
mance. This 132Mbytes per 
second bandwidth is insuf- 
ficient to enable the 
transfer of 800 MB/s 


blasted onto your monitor every the tex- Peak 
second. These complex 3D games ture 

use a technique called texture map- map 

ping. Most gamers will be familiar informa- 

with texture mapping. Most games tion fast 

around lately have used this tech- enough to 


nique. From games like Quake to 
Destruction Derby 2, these all use 
texture mapping extensively. 

For those of you that are new to 
3D graphics, texture mapping is the 
process of projecting any type of 
bitmap (e.g. picture of marble, 


keep up the 30 
frames per second. 


AGP - THE ANSWER 
What can be done about it? 

Easy, first create a new video 

connection standard that has 


a direct point-to-point connection 
to the PC’s main memory subsys- 
tem. Then make sure it has 
enough bandwidth to handle real 
time 3D texture mapped graphics - 
step forward Accelerated Graphics 
Port or AGP for short. 

AGP as the name suggests, is a 
special slot dedicated for video card 
use, mainly for 3D accelerated 
graphics. AGP offers a consider- 
able bandwidth increase over cur- 
rent PCI specifications, which for 
the PC are still only 32bit slots with 
a clock speed of 33MHz, which is 
why it effectively reaches a peak of 
only 132Mbytes per second. 


RISE AND FALL 

AGP’s connection to the main 
memory also allows for other addi- 
tional control lines, over and above 
the PCI specification, for instruc- 
tion pipelining and side band 
addressing. This is not just a faster 


PCI implementation. If you have 
bothered to work out the transfer 
speed of AGP based on a 32bit-bus 













width and a clock speed of 66Mhz 
(bus speed) you would find that a 
maximum of only 264MBps is 
achievable. So how do they get the 
extra bandwidth? Well, a rather | 
clever trick is employed whereby 
both the rise and fall of the bus 
clock signal is used. This effective- | 
ly doubles the clock frequency to 
133Mhz, which then gives the 
532MBps total bandwidth. 
Although AGP cards may take 
advantage of the double clock 
speed, it is up to the manufacturer | 
to implement this, they can also 
just opt to use the 66Mhz band- 
width option if a tremendous 
amount of bandwidth isn’t required | 
(rather defeats the purpose really, 
so I hope that not many 3D-card 
manufacturers use it). 
Increasing the bandwidth to halfa 
gigabyte per second will allow games 
to be programmed that take advan- 





tage of as much of main memory as 
is free for the storage of high resolu- | 
tion texture maps and complex Z- 


buffer information. This will allow > 


AGP- a SUPERHIGHWAY FOR 
TEXTURE MAPS 





> much higher resolutions than we 
have at present in 3D games, expect 
800x600 up to 1600x1200 resolu- 
tions with some of these AGP cards. 
Owners of the Diamond Monster 
| or an Orchid Righteous cards will 
know that GLQuake cannot be 
played at higher than 640x480 res- 
olution. This is due to the fact that 
there is not enough texture and z- 
buffer memory on these cards, 
only 2Mbytes. There are 3DFX 
based cards that can run at higher 
resolutions - the Obsidian from 
Quantum3D 
(www.quantum3d.com/quantum.ht 
ml) can handle Quake at 800x600 
as they have a much greater 
amount of buffer memory on the 
card. They're not cheap though. 
With the use of an AGP connec- 


have actual frame buffer memory, 
as all textures and z-buffer infor- 
mation could be stored in main 
memory, thus reducing the overall 
cost of 3D cards themselves. 


class and socket 7 compatible PCs. 
Intel itself designed AGP and so 

you should expect AGP 

to be released by Intel 

first and will come in 

the form of the 440LX 

chipset. When the 

440LX chipset is final- 

ly released other 

chipset vendors shouldn’t 

be far behind with the release 

of their implementations, but it 


| could take a while for other chipset 





tion these cards would only need to 


makers to get their AGP implemen- 


tations out there. 


WE DON’T NEED AN FPU, do 
we? 

A few years back, many people 
would have had you believe that the 
FPU (Floating-Point Unit) was not 
an essential item. This was largely 
true, as games and most applica- 
tions would rarely use one. As of 
late though, 3D based games have 
become increasingly more popular 
and have to use these fast FPU 






instructions to perform the 3D rota- 
tions on the objects 
you see in 3D world. 

The reasoning behind 
Intel’s lack of interest in 
AGP for Pentium class 
PCs is the fact that the 
Pentium Pro classes of 
processor have dual FPUs 
(Floating Point Unit). These 
FPU’s are fast enough to perform 
the masses of matrix manipulations 
required for complex 3D rotations. 
Intel believes its’ Pentium class 
processors (except maybe the 

233Mhz P55C) haven't the FPU 
performance to war- 
rant the 
extra band- 
width that an 
AGP port would 
provide. 

As we know, 
there are other 
Pentium class PC’s 
that could handle the 
, math, as it were. AMD's K6 

is a prime example. It’s certainly 
no slouch in the FPU performance 
stakes, although not nearly as fast 
as a Pentium Pro or Pentium 

II. The K6 at 233Mhz is cer- 

tainly capable of using an AGP 

port to full effect. Although 

AMD have a processor capable 

of pumping out the numbers, 

Cyrix’s 6x86 and 6x86MX 


How bo I GET ONE OF THESE 
AGP stots? 

Intel, in their great wisdom, have 
decided they are not going to pro- 
vide owners of Pentium class 
processors with the ability to 
upgrade to AGP, so AGP will only 
be available for Pentium Pro and 
Pentium II class processors. There 
is a salvation, as other chipset 
manufacturer should be creating 
provision for AGP in to their new 
chipsets, thereby bringing AGP to 
Pentium 































NOTE: LARGE 
BULLS WEARING 
SKIRTS SHOULD 











ALSO WEAR (M2) have quite weak FPU 
UNDERGARMENTS performance. You really 
PLEASE notice this fact when 

















(TOP) AGP aLLows FRO TEXTURE 
MAPS TO BE READ INTO THE 
FRAME BUFFER STRAIGHT FROM 
SYSTEM MEMORY 

(BOTTOM) sTaNDaRD PCI 









you try to run Quake on a Cyrix 
processor, although playable the 
frame rate lags behind that of a 
similar PC equipped with an AMD 
or Intel CPU. Even a 6x86MX may 
not be able to keep up with the 30 
frames per second frame rate due 
to the inability to calculate the rota- 
tion of objects in time. We will just 
have to wait and see if the faster 
clocked versions of the 6x8GMX 
can come up with the goods. 


AGP GAINING MOMENTUM 
Take a visit to www.agpforum.org 
for a detailed spec sheet and media 
releases for anything AGP related. 
You will notice that AGP is gaining 
tremendous momentum, and what 


| some certain people are saying 


about AGP, that it’s just a faster PCI 
implementation are terribly wrong. 
Manufacturers like Diamond, 


| ATI, and Trident have pledged to 


design their next generation 





graphics cards for AGP slots and I 


| am sure that other vendors of 3D 


cards will soon follow. Once us 
game players out there see what 
can be done with an AGP 3D 
accelerator, I am sure AGP accel- 
erator cards will become standard 
issue for all gamers. Recently I 
purchased a Diamond Monster 3D 


| card (non-AGP) and I must say I 


am extremely impressed. Once 
AGP versions of these card cards 
will have 4 times the amount of 
bandwidth and are able to utilize 
main memory for storage of tex- 
ture maps and z-buffer informa- 
tion. They will no doubt include 
an even faster 3D graphics chip 
maybe a 3DFX Banshee or a 
Power VR 2, and should bring 
1024x768 as a standard display 
resolution for 3D games. I guess | 
should have the smelling salts 
ready, just in case. 

Garry Wallis 
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reality 


So, where the hell is it? 
by Garry Wallis 
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lhe term VR, or Virtual 
Reality, first surfaced in 
1989 from the wise mouth 


of Jaron Lanier of VPL Research. It 
didn’t take long for the newspapers 
and the news media in general to 
push the concept of VR until they 
were blue in the face. As of late 
though, there has been very little 
coverage of VR in the general 
media. There are a number of rea- 
sons for this decline in enthusiasm 
by the media, one main reason 
being the fact that current VR 
‘arcade’ machines have not lived 
up to most peoples expectations. 
This is mainly due to the fact that 
the technology needed to make the 
VR experience more believable has 
only just started to surface in the 
general consumer market. This 
technology includes the wide use 
of high resolution LCDs and the 
proliferation of fast 3D graphics 
accelerators needed for truly 
immersive VR systems. 

The current VR machines around 
at present can often be very awk- 
ward to use, with their big bulky 
headsets, and graphics that often 
do not work too well due to the 
low-resolution-screens used in 
most of these game units. Not all 
is lost though, as VR is about ready 
to make a comeback. Get ready as 
VR enabled games start to slowly 
become more and more common- 
place, we already have the ultra fast 
3D accelerators and the head 
mounted displays are slowly com- 
ing down in price. Although it may 
seem that VR has been hiding 
away, it is more the case that the 
VR field has diversified, and now 
VR encompasses a much wider 
range of applications, from games 
to the Web. 


What is VR anyway? 

That is an interesting question, 
when the words “Virtual Reality” 
are used together, it conjures up 
images of bulky headsets and 
three-dimensional immersive 
worlds in most gamer’s minds. 
Virtual Reality, as the name sug- 
gests, is the way of creating other 
realities inside a computer that 
the user can be immersed into, 
which can be the same as our 
reality or completely different. 
This image of VR is really one of 
the many, although most people 
would have you believe that VR 
needs to be totally immersive. In 
that, I mean not all the senses 
need to be immersed in the artifi- 
cial reality to be classed as VR. 
Games such as Quake and other 
first person perspective games can 
be considered to be a type of VR 





application as its use of three 
dimensional texture mapped 
graphics does by all accounts put 
the player into another reality. 

It is true that to have the perfect 
virtual reality experience the user 
needs to be convincingly immersed 
in this alternate reality. As this 
level of immersion is certainly not 
attainable now especially on your 
own home PCs. Of course, I am 
sure that in some of the innovative 
VR labs around, you will find total 
immersion VR systems. 


Immersive VR 

I am sure most gamers out there 
would have played one of the VR 
units that did the rounds (they 
seem to have disappeared of late, 
though) and are probably thinking 
what all the fuss is about. These 
machines were equipped with a 
full HMD (head-mounted display) 
that could track the users move- 
ments, so that it was possible to 
look in any direction while explor- 
ing the game world. These HMDs 
featured dual LCDs mounted 
internally, one for each eye which 
create the three-dimensional 
stereo perspective. Three-dimen- 





sional stereo sound was also 
pumped to each ear to further cre- 
ate the illusion of a reality. So why 
was the experience such a let 
down? Well I personally was 
expecting a whole lot more, and I 
think so were most people. It’s not 
really the fault of the VR unit 
itself, or the creators, this is due to 
the fact that the technology hadn’t 
progressed enough to make these 
units convincingly immersive. The 
view from inside the HMD was 








very poor as high-resolution LCD 
screens were certainly not cheap 
when these machines first 
appeared. Now that the technology 
has caught up with the imagina- 
tion of the VR pioneers we should 
hopefully see Immersive VR sys- 
tems that can really portray the vir- 
tual worlds they are trying to 
depict. Until this happens, the VR 
concept itself is being continuous- 
ly advanced by a number of other 
key technologies. 


Go forth and multiply 

VR certainly is not dead, far 
from it. One look at VR sites on 
the web would certainly prove that. 
You may notice that the VR con- 
cept has really diversified and now 
there are many different applica- 
tions available along the VR 
theme. Again, some are more 
immersive than others are but all 
can be considered to be Virtual 
Reality in there own right. Some 
of the most interesting applica- 
tions of VR are of course PC 
Games (ist person perspective, 
simulations, etc.), business solu- 
tions (Virtual Prototyping, Walk 
throughs, etc.) and the World 





often creates a sometimes-eerie 
sensation of actually being in the 
game universe. Many a late night 
has been spent sitting in-front of 
my monitor playing Quake with 
the stereo pumped to the max and 
the lights down low. Then waiting 
with anxiety as I peer around the 
next corner, only to be scared out 
of my wits when a Vore monster is 
there waiting for me. This to me is 
a very good example of how first- 
person perspective games are start- 
ing to be more a more like virtual 
reality applications. 

Simulations can also be consid- 
ered closely related to VR, in that 
they offer a way for games players to 
experience a reality only a select few 
usually get to. Games like EF2000 
and Fi are simulations of actual real 
world situations that have to reflect 
our own reality very closely. These 
games used with the aid of a yoke or 
steering wheel and pedal, simula- 
tions come very close to being 
immersive and are a VR application. 

It is very easy to see that game 
development is playing an enor- 
mous role in advancing the VR 
concept as a whole. In Quake, for 
example the 3D effects created by 


Now familiar 


images from the 


VR merchants gy 


Wide Web (VRML). 
VR in games 

When you think of PC games 
you may not automatically think 
that they are indeed variations on 
the VR theme, but most games try 
their hardest to immerse the player 
in their artificial worlds. Some are 
obviously better at it than others. 
Take Quake for example, it has 
many aspects of a VR system. In 
Quake, you play the game from the 
first person perspective, which 





the games engine are good enough 
to really pull you into its world. I 
must admit when head mounted 
devices become cheaper, games 
like Quake or similar will be 
incredible. If first-person perspec- 
tive game can immerse the user so 
well now, just image what the 
games developers could do with 
head mounted displays. Mass-mar- 
ket games should hopefully start to 
include greater support for these 
devices and when this happens the 95 
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line between first-person perspec- 
tive games and VR games will 
become blurred. 


VR in business 

A great number of companies 
especially in the manufacturing 
industries have taken to VR in a 
big way, there are many different 
systems around that allow you to 
use virtual reality in your business 
to achieve greater productivity. 

Manufacturing companies have 
discovered that virtual prototyping 
can save them a massive amount 
of time and money. Augmented 
reality systems are being used by 
many organisations that are in the 
service industry where difficult sit- 
uations can be handled out of 
harms way, or where skilled tech- 
nicians are in very high demand. 


Virtual Prototyping 

Companies, when designing new 
products for example, would usual- 
ly need to build an actual prototype 
of the product for testing the viabil- 
ity of the many different possibili- 
ties. They can now prototype their 
new designs in cyberspace, without 
the need to produce anything solid 
until the design is perfected. 

Car manufacturers are able to 
walk into a virtual workshops with 
their prototype car floating in front 
of them and then they able to do 
modifications to it in real-time. 
The applications for virtual proto- 
typing and similar techniques are 
only restricted by the imagination 
of the creator, and will revolu- 
tionise the development process. 

NASA, for example, use a form of 
virtual prototyping, well it’s actually 
a virtual wind tunnel that is capable 
of visualising the flow dynamics 
involved when designing new air- 
craft and spacecraft. This system is 


Remote bulldozer 
driving, with the help 
of Virtual Reality. 
Cool 


capable of showing the designers the 


flow dynamics involved with the 
new aircraft. They can then scale 
themselves down so the are they 
actually fit into one of the flow 
streams or scale themselves up so 
they can hold the whole aircraft in 
one hand. This dynamic environ- 
ment can highlight problems with 
air flow that would not have shown 
up until the aircraft was in the test 
stage, thus saving them great time 
and money when designing new 
prototypes. 


Augmented Reality systems 

Augmented Reality systems can 
be considered as an extension to 
reality. For example, a computer 
technician working on a printer 
could have a monocle type head 
mounted display (only over one 
eye) which could then overlay tech- 
nical details. Maybe even explain- 
ing to the technician what they are 
seeing in front of them, with exact 
pin-outs of ICs (Integrated 
Circuits) and other related compo- 
nentry highlighted whenever the 
user focuses on a component they 
are presently working on. The 
applications for Augmented Reality 
systems is astounding when you 
take situations like a nuclear melt- 
down for example, and other situa- 
tions where humans can not nor- 
mally survive. Robots could go into 
these deadly situations in place of 
humans with total control of the 
robot originating from a remote 
site far away from potential dan- 
ger. The robot would then mimic 
the exact movements of the user 
controlling it. Maybe in the future 
school students could wear an aug- 
mented reality system with direct 
feeds into the net. Imagine the 
awesome teaching power that 
these devices can hold! 








VR on the Web - VRML 

One of the most exciting VR 
technologies to surface lately has to 
be VRML (Virtual Reality Modeling 
Language). VRML presently comes 
in two versions, VRML 1.0 spec 
and VRML 2.0 spec. 

VRML is a descriptive language 
for the creation of 3D graphics in 
Web pages and for the creation of 
full virtual worlds that can be 
moved around in and interacted 
with. VRML is basically a language 
that tells the VRML player what 
properties the objects contain and 
how they should look when pre- 
sented on your screen. Below (*) is 
a very basic VRML example ,all it 
does is draw a cube 4 x 4 x 4. 

If you want to see this example 
work, type it in to any text editor 
and save it as ‘cube.wrl’ then just 
load it into any VRML 
capable browser to see 
the results, make sure 
type it exactly, as VRML 
is case sensitive. This is a 
very simple example and 
doesn’t even come close 
to scratching the surface 
of what can be done with 
VRML, objects can be 
given textures and shini- 
ness as well as complex 
animations, If you are 
interested in learning 
VRML there are plenty of 
tutorial on the net, one of 
the good ones is at 
http://www.slip.net/~ 
fxlab/vrmlindex.html 
which will give you a 
good introduction to the 
language. 


(above) The 3D VRML 
rendering of the Mars 
Probe. (3D Glasses 
required) 
(below) The regular 
VRML version 





78 #VRML V1.0 ascii # this is the 
header for the VRML 1.0 spec file 


Cube { 

height 4.0 # draw a cube with height 
4, width 4 and depth of 4. 

width 4.0 

depth 4.0 


You may be asking how com- 
plex virtual worlds are created. 
VRML designers can’t possibly 
type text commands to accom- 
plish some of the more complex 
shapes you see in virtual worlds. 
Very complex shapes are to diffi- 
cult to create as a set of instruc- 
tions, so quite a lot of the VRML 
worlds you see would have been 
designed and modelled in any 
one of the many 3D modeling or 
CAD (Computer Aided Design) 
packages available today. The 
resultant file saved from one of 
these packages is then converted 
to VRML by any one of the con- 
version utility that have been 
designed for this purpose. 


THE HARDWARE 

The overall idea of virtual reali- 
ty is that it needs to be immer- 
sive in some way, even if that 
means just visually on a 2D 
screen. There are currently many 
different varieties of devices that 
can immerse the user into the 
VR world much better than just a 
2D screen and a joystick could 
ever do. These devices include 
HMD’s (Head Mounted Displays) 
and Force feed-back devices and 
controllers. 
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HMD’s - Head mounted 

displays 

For virtual reality to really work 
the user needs to be immersed into 
the artificial world created. The best 
way to achieve this is with the use 
of a HMD. HMDs are usually visor 
style devices that have two LCD 
screens built into the front of the 
unit. There are many varieties of 
HMDs some better than others, 
some older HMDs often had very 

_ poor LCDs which really didn’t give 

the impression to the user that they 
were really in the virtual world. 

One of the most popular HMDs 
for PC’s is the VFX1 headset from 
Forte Technologies 
(www.fortevr.com) another HMD 
that is quite popular is the CyberEye 
From General Reality Company. 

Both of these units offer the same 
LCD resolution of 789x230 (181,470 
Pixels/eye) at 256 colours. These 
devices also offer head tracking abili- 
ty so you can look around in a natur- 
al way in the virtual world. Although 
these devices offer immersive expe- 
rience you will find there is very lit- 
tle support for them in mainstream 
games at present. You will find 
some games that support them but 
as a general rule the games has to be 
written specifically to take advantage 
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view capabilities. It must be said that 
one of the major stumbling blocks 
with these devices is the price, they 
certainly aren't cheap. HMDs are 
also very heavy when used for long 
periods of time, which has certainly 
turned a lot of gamers off. 


Wearable VR devices 
Not only is it important for your 
sight and hearing senses to be 
immersed in the virtual 
environment but you need 
to be able to interact with 
the virtual world physically 
this can be achieved 
through the use of any 
number of force feedback 
devices that are available. 
These devices come in 
many flavours from hand 
worn only devices to full 
body suits, the most widely 
used of these devices has to 
be the glove type device. 
Two most popular glove 
devices in the PC VR envi- 
ronment at present are the 
already famous DataGlove 
and General Reality’s 
5thGlove. What these 
devices essentially do is 
allow the computer to 





(top to bottom) The CyberEye 
VR headset, some tool in a lift, 


the Dynovisor headset, the 
VFX1 and some other headset. 


understand what your hand is doing. | 
These devices have a sensor built | 
into each finger of the glove which 
can detect up to 256 different possi- | 
ble positions, they also have motion | 
sensors to detect the orientation of 





the hand. This information is then 

fed to the computer which interprets 

that information into whatever you 
| want, like building up a 3D model of 
| the users hand in cyberspace, which 
| can be used to interact with the vir- 
tual environment. 

Another recent trend in VR is in 
the use of vests and cushion type 
wearable devices. What these 
devices allow you to do is basically 
feel the virtual environment you 
are in by providing force feed-back, 
for example when you hit some- 
thing or something hits you. These 
devices are mainly designed for 
use with games, with the one of 
these vest devices a punch from 
RYU in the game Street Fighter 
could be experienced, obviously 
these impacts are not projected 
with the same force as reality or we 
would have a lot of very battered 
games players around. 


Virtual sex 
Another interesting area were VR 
is slowly making a push is in the use 
for virtual sex. There are many com- 
| panies currently working on devices 
for virtual sex, which include devices 
for both men and women, these 
| devices can do all manner of wild 
and wonderful things 
for those people that 
way inclined. 


The future 

What about the 
future of VR? What is 
presently on the hori- 
zon? There is cur- 
rently a tremendous 
amount of research 
in VR currently being 
undertaken by gov- 
ernment agencies and independent 
companies. Some of the more 
interesting up and coming VR 
devices include mind control and 
direct retina stimulation. Some very 
crude mind control devices have 
been shown recently which can lit- 
erally read the electrical impulses 
from the brain. At present the 
devices are only capable of perform- 
ing simple tasks (ie. turning on/off 
a light globe), there is still an 
incredible amount of research 
needed before these mind control 
devices can be really useful. I am 
sure you can imagine playing the 
latest games on your trusty PC with 
one of these devices attached, the 
response times of your computer 
controlled character would increase 
massively. The brain would be 
interfacing with the PC directly this 
would mean that your brain is 
telling the character on screen what 
to do rather than your brain telling 


your arm to move a joystick to 
move your character on screen. 

The most interesting and most 
likely to be of use anytime soon is 
Direct Retinal Stimulation. 

What this involves is instead of 
building the viewable images on a 
LCD type display, the image is cre- 
ated directly onto the back of your 
retina. Initially the images project- 
ed will be around 1024x768 resolu- 
tion, but even this resolution is 
quite an advance over present 
HMDs. The projected images can 
either be opaque for use with aug- 
mented reality systems, or solid for 
use with total immersion VR appli- 
cations. The effect created by 
Direct Retina Stimulation will be 
considerably more immsersive 
than current techniques, as there 
will be no other source of light that 
can destroy the feeling of immer- 
sion. Once this technology 
becomes more widespread and 
more research is done you should 
see massive miniaturisation of 
these devices, hopefully we should 
see Direct Retina Stimulation 
devices able to be contained in a 
pair of ordinary glasses! 


VR is ALIVE! 

As you can no doubt see, VR is 
not just alive and well, but about to 
make a definite resurgence - espe- 
cially in the games arena. All that 
remains to be seen is when this 
will happen. What it basically 
comes down to now is for low cost 
high-resolution head mounted dis- 
plays to be priced so the general 
consumer can afford them. This 
should kick off the market for VR 
enabled games as more and more 
games players have VR equipment 
as a standard PC peripheral. I per- 
sonally believe that VR is definitely 
going to become an integral part of 
the gaming experience in the very 
near future. All that is left to be 
said is “When is VRQuake going to 
be released, Id software?>” 
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Games aren't everything. 
Really truly. 

Hardware is important too. And sexy. 
And essential if you want to play games. 
Better hardware = better games 
At PC PowerPlay we take our hardware 
seriously. Our benchtests and new prod 
uct reviews are regarded as the best in 
the industry. When PC PowerPlay looks 
at new hardware it's from a gamer's per 
spective. It may be new and fast and 
expensive and sexy - it may even be 
black, but if it doesn't enhance games 
it's straight into the boring bin 

It's important that you know what's hot 
in hardware, so, we've made the 
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This invaluable tome has everything 
you'll ever need to know about what 
goes.on inside your PC. The many 
"Beginner's Guides’ cover the essen- 
tials - like changing your motherboard 
to setting up a network at home. 

We test and rate all the new gear - like 
video cards, motherboards, sound 
cards and joysticks, and include the 
most comprehensive comparison you'll 
ever find on 3D accelerator cards 





The PC POWERPLAY HOT HARD- 
WARE GUIDE. You need it 


Available mid-October. 
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he Last Express is per- 

haps the most original 
and ambitious adventure game 
yet seen. Its real-time nature 
and free-form structure make 
it very difficult to compile a 
linear walkthrough solution, 
as we have done for other 
titles. As such, I’ve decided 
that a question and answer 
approach is the best method 
for offering advice, plus a few 
general tips to bear in mind 


throughout the game. 


General Tips 

4. The most important thing is to 
stop and listen carefully to your fel- 
low passengers’ conversations. Not 
only does this breathe life into 
each character, allowing a greater 
understanding of their motives, 
but many clues can be picked up 
this way. 

2. Whenever a guard has vacated 
his seat, or his vision of you is 
blocked by someone else, you can 
attempt to enter compartments 
other than your own. 

3. Take your time. When rewind- 
ing the game don't just do exactly 
what you did last time, this won't 








change anything. Obviously you 
may need to perform the same 
actions again, but try, though, to 
do so at different times. Similarly, 
hold off from doing certain things 
just to see what happens. This is 
definitely an adventure that 
rewards repeated play. 

4- By all means, if you have the 
opportunity to talk with someone - 
take it! 

5. Stand still for long enough and 
Cath will pull out a cigarette and 
light up (1). Don’t smoke kids! 


Simply dispose of the body (2) 
and make sure you are wearing 
Tyler’s nice clean jacket. You can do 
this in two ways. First, you can 
throw Tyler’s body out the window 
of your compartment as soon as you 
find him. This solves the problem 
for now, anyway. Second, you can 
pull the seat out and strap Tyler into 


| 





your bed, before returning the seat | 
to normal. Later that evening when | 
the guard comes to make your bed, 
you'll have to tell him not to worry 
about it. Or else he'll find the body. 
But please, get rid of Tyler before | 
you go to bed. The smell, you know. | 


5 


(3)? 


Again, there are two ways of 


doing this. Your own compart- 
ment is the obvious one, if you | 
can make it there in time. Once 
inside you'll have to climb out the | 
window and hang on for dear life. 
Otherwise you can sneak into 

Room A (that’s Mr 
Obolensky) and cower 
in his bathroom until 
the police depart. Of 


sir Co. 


HG 


yur passport? 

















course, if you don’t 
throw Tyler out of the 
train at the beginning, 
then the police will 
never appear. 


Ask a Russian, natch. Alexei 
won't be of much use because he’s 
a moody, po-faced communist. 
Your best bet is Tatiana. You can 
ask her on the first night when she 
pops down to the rear of your car- 
riage for a smoke (4), or the next 
morning at breakfast (5). 
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Okay, you may have heard 
Francois (the kid) telling his mum 
about a beetle. If you sit at the 
table and empty your matchbox 
you'll notice the same black beetle 
start crawling about. Use the 
matchbox to corner him. Show the 
critter to Francois and he'll swap 
you for a whistle a bit later on. 
Curiously, the whistle fits snugly 
into the smaller slot in the chest in 
Tyler’s room. 


Apparently, during the commo- 
tion on the first night, Anna makes 
off with it. To retrieve it from her, 
you'll need to get into her compart- 
ment. Wait until the afternoon 
when Mme Boutarel requests that 
Anna’s dog be removed from her 
room, then, making sure no one is 
looking, enter Sophie and Rebecca’s 
room. Clamber out their window 
and into Anna’s. In her silver cabi- 
net there’s a secret door, behind 
which you'll find the key (6). Search 
her chest as well for a very revealing 


document. Leave quickly before any- 


one discovers you. 


You ought to know that Kahina 
will be searching for the same item 
during the conveniently arranged 
concert ( ). It might be a good 
idea do beat her to it. You also 
ought to know that last night Anna 
asked Tatiana to hide something 
for her. When everyone leaves for 
the Kronos’ private car, use the 
master key to enter Tatiana’s com- 
partment and open the door under 
the bathroom sink. Take the gold- 
en egg (the Firebird) and leave via 
the old man’s room. I've found 
that the safest place to conceal the 
Firebird is in the front baggage car. 
While the blue guard is walking 
down the train, you have a few 
minutes to sneak through to the 
front of the train, open the grate to 








let the dog free, place the Firebird 


in the alcove, and return to the din- 


ing car. Before you hide the egg 
though, spend some time working 


out how to open 


You have to have accomplished 
several things between the concert 


and arriving in Vienna. One, stop 


Kronos getting the Firebird, as out- 


lined above. Two, show Herr 
Schmidt that you have the gold he 
wants. Three, convince the Serbs 


that you're not betraying them 
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Four, prevent the death of Anna 
Wolff (9) 

To get the “rather heavy brief- 
case” without surrendering the 
Firebird, you have to break into 
Kronos’ private car. Head towards 
the concert, but don’t go through 
there yet. Use your key to open the 
door leading outside the train and 
climb onto the roof. Make your 
way to the second skylight and kick 
it in. Once inside press the tiny 
button on the painting and take the 
briefcase, as well as spending a few 
minutes perusing the fascinating 
notes on Kronos’ bedside table. 


Walk back out through the concert 







































with a very smug look on your 
face. Stash the gold under the seat 
in your room and return for the 
end of Anna’s performance. 

Afterwards, August (40) and 
Milos are very pleased to see the 
gold, but it is clear that Kronos 
doesn’t quite feel the same way. 
Upon Kahina’s order, take the gold 
back to Kronos to put him out of 
the picture for the time being (11). 
One thing I'm not sure about, 
however, is why he takes the scarf. 
It belongs to Miss Wolff doesn’t it? 
If anyone does know, I'd be grate- 
ful if you could pass it on. 

Visit Milos next and keep an eye 
on Vesna, in particular where she 
goes after you leave. Anna will 
leave her compartment at around 
the same time. Follow them both 
through to the front baggage car 
and open the crate that Herr 
Schmidt had loaded on board at 
Munich. This has to be done 


before 6pm. 





Sure can. What you need to do is 
make it harder for him to build the 
bomb (42). When Alexei’s com- 
partment is empty, sneak in 
through your bathroom and take 


the detonator from his case. You 
can safely go to sleep now if you 
wish. Pleasant dreams 

When you wake up, run to Mr 
Obolensky’s room. Upon leaving 
them, listen for a ticking sound 
Follow it to the rear of the car you 
are presently in. Open the electrical 
box near the guard and look at the 
strange brown package. Lift it once, 
then burn through the wire with 
your match. Turn the package 
around before opening it by remov- 
ing the two small pins. Finally, 
place your telegram between the 
contacts at the bottom right to dis- 
arm the bomb. Join the others in 


breathing a huge sigh of relief (13) 


Simple, this one. Just try to stand 
up a few times until your matches 
fall out (14). You will use them to 
burn through the rope. Very handy 


matches these. 











Vesna is waiting for you in the 
smoking car - so don’t go there! 
Climb onto the roof and go over the 
top. Fend off the thug and then 
Vesna herself (45), remembering to 
duck when she does to avoid being 
splattered by the tunnel. 

Milos has commandeered the 
engine. If you go up there, Anna 
will give you a clue about the 
“innocent passengers” ( ). So 
instead of tackling Milos, go back 
into the train and speak to every- 
one assembled in the dining car. 
When they return to their compart- 
ments, uncouple the passenger 
cars from the smoking car (17) 


and return to the roof. 


Yes, you have to show Kronos the 
Firebird. To open the egg, press 
the following buttons: the light 
blue about where Australia would 
be, the dark blue one near 
Denmark, the red one near China, 
the purple one in the middle of the 
Pacific, and the green one in Saudi 
Arabia. Blow the whistle to “make 
it sing” or else you'll die when 
Tatiana blows up the train (18). 
Ironic, really, that in destroying the 
guns, she actually triggers the out- 
break of WWI. Ironic and very, 


very sad. Poor Tatiana. 


You mean The Really Truly 
Finally Last Express. No word on it 
yet, but keep your fingers crossed 


with me. 
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Your PC Is YOUR SOURCE 
OF JOY. KEEP IT IN TUNE 
WITH SETUP. 
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WHEN YOU WRITE, REMEMBER TO 
INCLUDE AS MUCH PERTINENT 
INFORMATION AS POSSIBLE. SEND 
your CONFIG.SYS anp 
AUTOEXEC.BAT anp Any associ- 
ATED *,INI FILES FoR WINDOWS 
THAT MIGHT TELL ME MORE ABOUT 
YOUR PROBLEM. GIVE ME AS 
DETAILED AN EXPLANATION AS YOU 
CAN AND BE SURE TO INCLUDE AS 
MUCH DETAIL AS POSSIBLE ABOUT 
YOUR PC, FEEL FREE TO EMAIL 
YOUR QUESTIONS OR, IF YOU WANT 
TO SNAIL MAIL, PLEASE REMEMBER 
TO WRITE CLEARLY OR BETTER STILL, 
PRINT YOUR LETTERS. 


IDENTITY CRISIS 

My computer is a P120 with 
>a MB or RAM. it has a 1.08 
GB Hard disk and a 345 MB HD. 
Recently I installed an old Hard 
Drive into my computer with no 
troubles at all (a first for my com- 
puter). The problem is that the 
new Hard Disk was instantly 
assigned to D: and then in boot-up 
my CD-ROM is assigned to E: 
(Previously D:). Every now and 
then the second HD changes itself 
to E: and the CD goes back to D: 
but only for that session on the 
computer (it resets back when the 
computer is turned off). Is there 
any way to keep the second HD as 
E: and put the CD as D: perma- 
nently as this stops alot of my 
games/utilities from running as 
they expect the CD to be D: 
I also have another problem... I 
installed a network card to my 
computer in hope that I could 
install my computer temporarily 
on my dad’s computer network at 
his office. I installed the card and 
nothing to do with it would work. 
After 5 hours of searching I gave 
up. Next weekend i put the card in 
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: E I UJ p with Ashton Mills 


another machine and it worked 
perfectly. The reason for this is 
that it needs to use IRQ 10 but my 
monitor needs that IRQ. Would it 
be possible to change the IRQ for 
my monitor or the network card to 
fix the problem? 
Sparrow 
Internet 

Hey er.. Sporrow, 
[Salts is a way to force 
your CD-ROM to be the same drive 
letter. It’s a little dirty but if 
you don’t mind dipping your 
hands into your registry you can 
force whatever drive letter you 
wish (type REGEDIT to access your 
registry). 
Backup your registry. Do a FIND 
on the name of your drive as it 
appears in the Device Manager. 
Keep searching until you come 
across a mention of it that has 
a whole heap of variables asso- 
ciated to it. Once found you 
should find a field called ‘cur- 
rent drive assignment’ which 
should equal the drive letter of 
your CD-ROM. Change it to what- 
ever letter you want. 
This is a bit of o hack and 
Windows might not like you forc- 
ing it this way. If it doesn’t 
seem to help you can switch the 
settings page of the CD-ROM in 
the Device Manager and reserve 
a start and end drive letter of 
your choice. After you reboot 
Windows will use that reserved 
letter for your CD-ROM. 
As for your network card prob- 
lems it does sound as if it was 
clashing with something else. 
Your monitor doesn’t have an IRQ 
but your video card does, and 10 
is a common choice. You can get } 
your network card to work by 
forcing it to use another IRQ 
(assuming it’s a card that sets 
its IRQs vio software. If not, 
you'll have to do it on the card 
with jumpers and for that you'll 
need the network card’s manu- 
al). Forcing an IRQ is easy. Just 
open up the Resources page of 
the network card under Device 
Manager and uncheck ‘use auto- 
matic settings’. Then click on the 
IRQ number and change it to 
another (Windows will list the 
IRQs you choose undernecth to 
make sure you don’t choose } 
another one that clashes). 
And regarding your enclosed 
CONFIG.SYS, you don’t need 
FILES=100 unless some app you 








AN EXAMPLE OF CD PROPERTIES YOU’LL FIND IN YOUR 
REGISTRY. 


run asks you to. 30 is plenty. ting then reinstalling everything, 


Same for the environment on 
your SHELL command. The /e 
parameter sets your environ- 
ment space (where all your SET 
statements and ao few other 
variables are stored). You’ve 
got it set to 2k, 512 bytes is 


enough, 1k at the maximum. 


CONSTANT CRASHES 
>a 5 have a problem. You 
could call it a series of 
problems, but I'll sum it up in one 
word, no ... two words. Windows 
95. You're probably thinking, ‘oh 
no another twit who's complaining 
about Wings’. Well, yes I am....but 
1 actually like Wings. It’s these 
ANNOYING little nagging prob- 
lems which occur every 2 seconds 
which interrupt my session at the 
most undesired times. 
I guess you've probably seen this 
error a few times before... 
‘This program has performed an 
illegal operation and will be shut 
down. If the problem persists, 
please contact the program vendor’ 


| or something along those lines... 


I understand a few of my friends 
have this problem also, but it's rare 
for them. I get A LOT, at least 
twice everytime I start the comput- 
er. Then sometimes when i start a 
program that program performs 
and illegal operation, then 


| Explorer.exe goes and then I'm left 


with nothing on the screen except 
my cursor and bitmap image. Just 
about every program on my hard 

drive has caused one of these irri- 


| tating problems. I've tried format- 





but the problem remains... help? 
Your help on this problem would 
be MUCH appreciated and would 
make you a saviour under my 
humble opinion ........... 


Nasty. Considering 
[>a] rave tried a re-install, 
and going by the premise that all 
things being equal, that things 
that go up must come down etc., 
I’d say it’s one of two things: a) 
a virus, and yes they can some- 
times survive reinstalls, particu- 
larly if it has infected your sys- 
tem disks or b) you’ve got some 
bad hardware, most likely RAM. 
These things do wear out, even- 
tually. How old is the machine? 
Another problem could be ‘over- 
optimizing’. If you’ve toggled 
BIOS switches in an attempt to 
boost performance, or tried 
overclocking your CPU, you may 
find strange things happening 
such as those you’ve described 
above. To fix overclocking prob- 
lems, underclock. To fix BIOS 
induced over-optimizing, set it 
to its defaults and re-toggle the 
performance options one by one, 
until you have a fast, but sta- 
ble, machine. 





Beep BEEP 

> Here is a simple problem I 
Ex]: sure you can solve easi- 
ly. What I want to know is how can 


I tone down the volume of my PC 
speakers. I have Windows 95, and 








when my games crashed, (different 
story altogether) I had to go 
through the process of resetting my 
computer. Before Wings loads up, 
I am forced to run Scandisk, and 
when I am told “Windows did not 
shut down properly” I am given the 
rudest, loudest beep known in the 
history of mankind. And it’s not 
just that, but when I switch my 
computer on every morning, I just 
know that loud beep had been 
increased in volume. Can you 
please tell me how I can lower the 
volume and save my ear drums? 
Thanks heaps 

Ben Lankester 

Internet 

Your internal PC speaker has only 
one volume setting: On. The 
speaker is simply that, a speak- 
er, and when it’s told to beep by 
programs, it beeps as loud as it 
can. This is the exact reason I’ve 
‘disabled’ the PC speaker in my 
machine. Actually, I prefer to use 
the term ‘ripped out the loud 
bastard’. 

This, really, is the only way to 
guarantee that your sanity and 
your ears are saved. If you feel 
adventurous enough to open up 
your PC, all you need to do is 
find the speaker, grab the wires 
leading from it, trace them to 
your motherboard and pull out 
the little jumper at the end of 
the wires. 

Afterall, what good is the PC 
speaker nowadays anyway? We 
all have nice advanced sound 
cards hooked up to big beefy 
amps and speakers through 
which DOS and Windows pipe 
their lovely sounds. 

Well, actually, the PC speaker 
Is a useful tool. If your machine 
should ever run into hardware 
problems and refuse to boot up, 
your BIOS will send timed beeps 
to the speaker (and if the 
speaker is connected, you’ll 
hear them) which indicate, 
often quite precisely, what 
piece of hardware has failed. 





OH DAMN, I’VE GoT 
TOO MUCH RAM 

I don’t really have a prob- 
> Hem but I was wondering 
if you guys could give some point- 
ers. I am lucky enough to have 
power to burn, (P200 MMX, 


64meg EDO) but I’d still like to get 
the best out the system. Since I’ve 





got a fair bit of RAM, I was won- 
dering if I could set aside, say, 
16meg or so in a Ramdrive and 
SET some file type to use that 
Ramadrive, eg, *.tmp. Could you 
make any suggestions as to what 
types of files would benefit from 
living in a ramdrive, if any? (I’m 
talking games & sims, of course!) I 
also have a Diamond Stealth 64 
2meg VRAM PCI video card - How 
much, if any, would you guys con- 
sider this card to be ‘bottle neck- 
ing’ the total system? 
Bill Sherwood 
NSW 

Do you NEED pointers with 
>a that much power to burn? 
You can easily set up a RAM 
drive, but there’s no point. Most 
OSes will use all the RAM you’ve 
got to cache commonly used DLLs 
(and other files) as well as use 
it for a disk cache which will 
speed up disk access anyway. 
You can create a temp directory 
on a RAM drive and always point 
your programs there (i.e, set 
TEMP= in your AUTOEXEC.BAT) and 
that way any temporary files will 
use the RAM drive, but there’s 
no real point. You could set your 
SWAPFILE to use the RAM drive, 
but that would defeat the pur- 
pose :-). 
Seriously, don’t look for ways to 
improve your system like that 
when you’ve got a P200 and 64M 
of RAM. You don’t need much 
improving! What you want to do 
instead is take advantage of 
your hardware fully. Install and 
use a more powerful operating 
system such as NT 4 or 0S/2 Warp 
4. These guys will make proper 
use of all of your hardware, 
whereas Windows 95 will be left 
drastically under-using that 
much power. NT 4 with the latest 
service pack can even run most 
(but not all) Win95 games, and 
in fact I achieved slightly higher 
frame rates running GLQuake 
under NT than under Win95. 
The Diamond Stealth would be 
bottlenecking the PC only if it’s 
a relatively slow card, which it 
isn’t. There are faster cards, 
but it’s not a slow card. If you 
want the ultimate system then 
yes you could improve it by buy- 
ing a faster video card, but 
unless you have spare cash then 
don’t worry about it, your sys- 
tem sounds like a steroided 





ninja pce already. 





Random Access 


Welcome to Random Access, a column dedicated to interesting, useful 
and informative tips about anything and everything to do with your PC. 
Be it hardware, software, DOS or Windows you'll find tips and tricks list- 
ed here every month. 
If you have some tips of your own you'd like to share with other gamers 
such as yourself feel free to send your tip into Setup and, if we publish 
it, we'll be sure to credit and print your name. 


GETTING THAT RAM 

Thanks to Nick Maddock for this tip on squeezing more RAM out of 
your DOS 7 boot: 

Firstly set up a CONFIG.SYS boot menu as you would with DOS 6 and 
set the BOOTGUI variable in your MSDOS.SYS file to 0. This means your 
machine will always boot to this menu, where you can select to boot 
DOS 7 with all your DOS drivers loaded, or Win 95, where you shouldn’t 
load any DOS drivers if at all possible (Win 95 native drivers are better). 
Make sure Win 95 is automatically loaded by adding ‘Win’ to the section 
of your AUTOEXEC.BAT set aside for Windows. If you’re not sure how to 
make a DOS CONFIG.SYS menu, read the DOS help files. 

Next make sure you’ve got the NOEMS switch on your EMM386 line to 
allow you to load as many drivers as you can into the UMB. 

Lastly add the NOAUTO switch to your DOS=HIGH,UMB line, as this will 
prevent Win 95 automatically loading IFSHLP.SYS and DBLBUFF.SYS. 


OR, ALTERNATIVELY... 

This tip from one Lord Lag (you know who you are) goes as such: 

To get your computer to reboot with ALL the drivers you need first find 
the file called ‘exit to dos’ in your Windows directory. Right-click and 
choose Properties. Click on the Program tab, then Advanced then 
choose ‘Specify a new MS-DOS configuration’. 

Enter all the crap you want in your CONFIG.SYS and AUTOEXEC.BAT and 
don’t forget to devicehigh and loadhigh all the drivers you want in upper 
memory. Click OK, then click the General tab, select Read Only, apply 
and then OK again. 

That’s it. Now when you choose ‘Restart the computer in MS-DOS 
mode?’ from the Shut Down menu, your machine will load DOS with 
everything you need. 


EVEN QUICKER SHIFTING GEAR 

Previously in this column I’ve mentioned the shortcut to restart Windows 
95 without having to reboot your whole machine (quick summary for 
those who missed it: hold down SHIFT when you select SHUT DOWN). 
How about doing so without the need to click Shut Down and OK? Do 
it thus; 

Use a text editor and create a batch file in your root called, say, WEEE- 
BY.BAT (ok, you can call it anything you want really, it doesn’t matter). 
In it place one line: @EXIT 

Make a shortcut to the file and place it on your desktop (so it’s in easy 
click-able range). 
Right click it, select 
Properties, then the 
Program tab, then 
make sure Close On 
Exit is on. Click 
Advanced, make 
sure MS-DOS mode 
is selected and 
‘Warn before enter- 
ing MS-DOS mode’ 
is off. 
Double-clicking 
should now see your 
Win 95 machine 
restart without the 
need to reboot. 


Advanced Pragram Settings 


SETTING UP A SHORTCUT FOR 
THE SOFT RECESS 
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PESKY WIZARDS ASKING FOR BIZARRE 
OBJECTS? ASK THE ORaciE! 


| Welcome to this month’s 
| Oracle. all ye weary come, lay 


down, drink from our fountain 
of knowledge and find refuge 


| here; the oasis amidst the 


vast desert of adventuring 
that stretches forever end- 
lessly. Or something. 

Ok, a bit flowery but here at 
Oracle HQ, we work round the 
clock to bring solutions to 
you. Even the endlessly asked 
Lucasarts questions. 


OraActE 
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MONTY PYTHON AND THE 
QUEST FOR THE Hoty 
GRAIL 


2 I’m stuck in Monty Python 
: and the Quest for the Holy 


Grail. I've found every object 
except the Sheep's Bladder, the 
bodice of a Virgin and the Holy 
Grail. When I click on the key in 
the inventory I just get a “Ni” and 
the Keeper of the Bridge of Death 
just keeps laughing at me. 

Pau. MYERS 

ToowoomsBa, Qip. 


| Well Paul, all I can say is 
“Ni” and laugh endless- 


ly. You don’t need the key until 
the very end. As for the Grail, 
that’s the entire object of the 
game and we don’t have space 
for entire solutions. This should 
help you though: 


| To deal with the Black Knights, 


Click on the bridge until the 
Black Knight comes. 
Play Knights in Combat as Arthur 


| then click on the Steer skull 


near the tent. Shoot the bird, 
take the coconut. Click on steer 
skull until his story’s finished, 
click on the ditch until it fills 
with water then click on bridge 
for Arthur to go over it. 

Click on the leaf at the right 
lower edge of the screen. Click 
on the old woman’s nose, take 
gold, click on the tent to enter 
it, take all of the mannequin 
parts and click on the chest. 
Take the Holy Prosthesis, open 
wardrobe, take Black Knight’s 
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tights, click on head, close 
wardrobe. 

Open the top drawer, take the 
gold, close top drawer (if it 
doesn’t close automatically). Go 
through the Diary (on bed) until 
you come to “PlaySquire 
Magazine’’. Take the Black 
Knight’s sword, leave tent. Play 
Knights in Combat as the Black 
Knight (for fun, just don’t be 
*too* good and kill Arthur). 
From the Black Knights, go for- 
ward to the book and do this. 
Read through book until the 
page after a drawing of a page 
(i.e. messenger), shoot the bird 
and take the coconut. From the 
pile, take the largest pile of 
gold 4 times. Turn the page. 
Click on the picture and watch 
the sequence. 

Click on Dial Intershrub button 
(you should have 1128 gold 
pieces). After the sequence 
click on Laurel. Click on compose 
message, write something (e.g. 
Hope you enjoy “it”!), click 
again on the message button to 
close. Click the address button. 
Click the down arrow and 
choose Knights who say “Ni”. 
Click the send button, click 
back, then exit and watch the 
sequence. Don’t forget to turn 
the page and amuse yourself 
with the dialogue. 

To get the sheep’s bladder, go 
forward to Loimbard, click on 
the up or down hand (whichever 
one is necessary) until the dia- 
logue is finished and the Catch 
the Cow invite appears. Play 
Catch the Cow (you don’t have 
to win). Click on Arthur, shoot 
the bird, take the coconut then 
click on Arthur until the sheep’s 
bladder comes out. Quickly take 
the sheep’s bladder. 

To get the bodice of the virgin, 
do this. Go forward to Anthrax. 
Click on the brightest star 
between the left tree and cas- 
tle. Keep clicking until Virgo the 
Virgin shows up (there should be 
a sound effect when you reach 
it). 

Click on the outline of castle 
until there’s a string of lights 
along the top edge and lights | 
above the door light up. Click on 
center of lights above door to 
reveal sign. Click on each win- 
dow until all the lights are on. 














Monty Python - Bridge keeper 


Click on the stubby 
branch (bottom cen- 
ter) on the long 
branch in the lower 
right of screen. 
Take the blossoms, 
click on the base of 
new branch, take 
the broccoli, click on 
base of same branch 
twice. Click on the 
door § times to go in 
ond watch the video. 
Play Spank the Virgin (you have to 
win, but it’s not hard). Write 
down the numbers and their order 
during the final round (the Nude 
Bonus Round). Leave virgins to go 
outside, click on Zoot, shoot 
cupid, take both coconuts, click 
on plaque above door (a row of 
numbers should show up). 

Enter the combination you got 
during the nude bonus round, 
take the Moldy Tail (i.e. gold grail 
above castle), click on left tree 
trunk repeatedly until the monk 
leaves behind gold. Click on cas- 
tle door to go back in sit through 
the video sequence again. 

Click on white virgin in upper 
left, click on pink virgin, click 
on lower white virgin, click on 
yellow virgin, click on green vir- 
gin, click on upper white virgin’s 
face. Click on each virgin in the 
room until they all have gone 
through four costume changes 
(original to gauzy nightgown, 
armor, costumes, kinky lingerie). 
Click on center virgin through 
same costume changes, take 
bodice on center virgin (part of 
kinky lingerie). Watch the video. 


WARHAMMER: SHADOW OF 
THE HORNED RAT 


I am playing 
‘Warhammer: Shadow of 


the Horned Rat’ and can not get 
past the fifth scenario where you 
fight the Orcs to save the Carlson 
family. Are there any cheats, or can 








you give me any tips for this level. 
OLIVER RHODES 
Port NoaARLUNGA SouTH, SA 


That’s one tricky sce- 
[x] nario there Oliver, here’s 
a strategy that works well. 

Start by placing: 

*Ceridan and the mage on the 
far left 

Crossbow men in the middle rear 
GB cav center 

©GB inf right center 

Black avengers far right 

Start by charging the units 
flanking the dwarves with the GB 
cav to relieve them. Charge ceri- 
dan at the biguns to the far left 
as a delaying tactic and get allor 
to cast curse on them. Throw 
spears until they break. 
Primarily, focus the crossbows on 
the biguns at first and then 
move on to the unit behind 
them, depending on opportunity. 
The black avengers move up the 
left side of the screen and 
attempt to engage units moving 
to attack the GB cav which by 
now is probably running down its 
first opponent. The gb inf you 
should hold back until you get a 
flank shot at something good. 
The battle rages on for a while 
and if you are fortunate, the 
dwarves who are now relieved of 
the pressure of an enemy on 
their flank kick will start to 
shatter the Orc units. Use the 
hero button on the GB cav and 
use grudge bringer as often as 





possible. You need those Orcs to 
break fast. 

The challenge on the left side is 
that you have to keep allor alive 
which means that he may have 
to retreat and be relieved by 
the crossbow men who may have 
to engage the remainders of the 
biguns or the Orcs behind them. 
If you break the center, send 
the gb cav around the stand of 
trees on the left side of the 
screen and attack the left most 
Orcs from rear. 

Due to the difficulty, here are 
some cheats you might find 
helpful: 

Ctrl click the magic button and 
select the grudebringer sword. 
Target a unit holding ctrl and 
left click on the enemy unit 
repeatedly for massive rapid fire. 
Also, hold down the CTRL key 
and click on the Winds of Magic 
icon, it will cause the Magic flow 
to increase dramatically. 
Warning though, this also helps 
the enemy! 







AFTERLIFE 

Please help me! I’ve just pur- 
: chased Afterlife and I can’t 

get rid of that Infernal Death Star. 

Could you please give me a cheat for 

unlimited cash or something? 

No NAME GIVEN. 

F | You want cheats? You 

| got cheats. 

$@! = 10000000 pennies. 

For a big surprise 

Type: SAMNMAX 





PHANTASMAGORIA 2 
Argh! Phantasmagoria: A 
‘ puzzle of Flesh is driving 
me crazy. If I have to sit through 
being shot by my girlfriend Jocilyn 
I more time, I may as well go out 
and shoot myself. Please, how do I 
get past her! Also, could you tell 
me what to do from there on in? 
K. MIDDLETON 
MENTONE, VIC. 
yp, | Nice letter! For that rea- 
| son, and because you’re 
so close to the end, here’s the 
entire solution from the point 
where Jocilyn has the gun. 
Click on the encased body. Click 
on the surgical tray. Click on 
the syringe on the left of the 
tray. When you wind up with 
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Jocilyn, click on the GUN (not on 
her!) Now you’re back at 
WwynTech. 

As soon as you can, click 
“down,” then grab the card key 
IMMEDIATELY, exit the closeup, 
then IMMEDIATELY click on the 
elevator door on the right, then 
as fast as you can, use Curtis’s 
card key on the sensor, if you 
don’t do this fast enough, the 
zombies of Bob, Trevor, and Tom 
kill you. 

Now you’re on that bondage 
rack again. Pull the handle on 
the left side of the screen to 
end up in the back yard with 
Mummie Dearest. Click on her, 
and you wind up back in the 
Hecatomb room. Click on the 
encased body twice, then click 
on the gold slime, turn left, and 
click on the cave opening. Go 
left, and click on the pipe to 
your right. In inventory, exam- 
ine the “alien slime’”’. Use the 
“alien glop” on the slime close- 
up to get “alien ooze.”’ Use the 
ooze on the pipe. Climb up back 
to the Threshold. Click on the 
green globes to the left side of 
the gate. Use the “electric 
alien” on the unlit globe. 

Back away and click on the cir- 
cuitry hanging above you on the 
right. Click on the viewscreen in 
the middle of the console, now 
for the weird part. At the “con- 
trol panel” you see, look at the 
extreme lower right. See the 
four disconnected plugs and the 
“sockets” just above them? 
Connect the purple plug to the 
green socket, the orange plug 
to the blue socket, the green 
plug to the purple socket, and 
the blue plug to the red socket. 
Look directly up to see the 
three disconnected wires and 
three sockets. 

Connect the orange plug to the 
purple socket, the green plug 
to the red socket, and the pur- 
ple plug to the green socket. 
Look up at the left top corner, 
notice the spiky buttons to the 
right of the four-plug arrange- 
ment? Click it. This fires a laser 
into a ball just below it. 

Click the ball. Click on the spiky 
button again. Click on the ball 
again. Click on the spiky button 
again. Now, look right of the 
spiky button and right of the 
relatively large sphere. 

Click the circular knob almost 
directly over the “heart” twice. 
Click the spiky button one more 
time. The three switches that 
flash just down and to the left 
of the “heart.”’ Push them in 





the order they flashed which is 
first red, yellow, then blue. 
Click the triangular button on 
the left bottom twice. Note to 
the right of the spiky button is 
a relatively large sphere. 
Directly connected to that 
(below and left) is a spherical 
button. Push it. 

Phew, you’ve made it through 
the Threshold device. You may 
want to save your game here if 
you like as you now have two 
choices. Stay as a human (click 
on Jocilyn) or return through the 
Threshold and become an alien 
once more (click on the 
Threshold). It’s your choice. 
From the Oracle’s perspective, 
if you think about it, you stand 
accused of murdering four peo- 
ple, your girlfriend will probably 
never accept the fact you’re an 
alien, the detective hates you, 
your job is gone and your best 
friend is dead. Therefore, do 
the alien and tell Jocilyn to go 
pound sand. But, it’s ultimately 
up to you, as long as you saved 
the game previously just choose 
either. Make sure to watch all 
the way through the credits as 
well to find out what happens 
to Warner. 


LIGHTHOUSE 


? Firstly, I have a few ques- 
‘ tions about Lighthouse. 


I’ve been in the room that the 

mechanical birdman thing was in 

by throwing the rocks. I’ve even 

been all the way to the roof and 

even managed to submerge the 

submarine but still don’t know 

what to do! 

JOSH AHEARN 

TERRIGAL, NSW 

0k Josh, I’ll take you 
“*’ | from the tower and for 

a little ride in the sub. 

Go up the tower’s stairs and into 

the first door (where BirdMan 

was working). Go down the right 





Monty Python - God 





side passageway. You will see a 
crane. Click on the crane’s con- 
trol box. Notice two round 
weights and a metal ring behind 
the crane. Also notice a platform 
under the crane’s hook. 

Use the crane’s horizontal con- 
trol lever to place its hook 
directly above one of the 
weights. Lower the cranes hook 
using the vertical switch and 
pick up the weight. You must be 
EXACTLY over the weights for the 
vertical switch to work. Now 
bring the weight over to the 
platform and release it there. 
Do the same thing for the sec- 
ond weight. Use the same action 
to lift the metal ring which will 
cause the gate to open. 

Note: If you have trouble cen- 
tering the weights over the 
platform, you may turn to the 
left or right and the crane will 
center itself over the platform. 
Walk towards the sub. Spin the 
flywheel on the control unit to 
extend the bridge. Lock the 
bridge in place by clicking on 
the black locking arm. 

Open the submarine’s hatch and 
get in. Go to the front of the 
sub and turn the key which is 
under the wheel. Take the lever 
control arm out of your invento- 
ry and place it in the small, 
cylindrical tube to your right. It 
is the throttle control arm. 

The three keys to the left (from 
bottom to top) are for power- 
ing: diving control, navigation 
computer control, main engine 
control. The two keys to the 
right control the door locks. 
The first one is for the bridge 
door and the second is for the 
engine room doors. Make sure 
both are in the upright position 
at all times. 

Note that the three keys to 
your left are in the off position 
when facing you. You will often 
lose all power if you turn all 
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three system on at the same 
time. Turn only the bottom key 
on for now. Back up and click on 
the “computer” unit to your 
left. This is your diving control 
unit (the light is flashing so you 
know there is power). 

Pull the two small levers down. 
Spin the first wheel. Water will 
begin to enter the left tube. 
When the water reaches the 
blue line, quickly spin the sec- 
ond wheel. The sub will dive. 
Now turn on your main engine 
power key (top key). Go to the 
back of the sub and open the 
door by spinning the fly wheel. 
Go into the engine room. You 
know there is power here 
because of the blue lights and 
steam. Pull the large lever to 
the right to engage engines. 
Now that the main engines are 
running, you may turn on the 
final key (navigational computer 
power). Go to the center of the 
sub. There are a few small tubes 
beside the navigation control 
pad. The tube to the right has a 
map in it. The map gives the 
coordinates of 20.67 degrees 
north, 118.96 degrees west. 
These are the coordinates to 
the shipwreck. These ones are 
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much more accurate than the 
ones from the map in the bottle 
on the beach. Click on the globe 
beside the navigational control 
pad. The monitor is displayed. 
Click on the control pad’s left, 
golden globe (north positioning) 
and enter 20.67. Click on the 
control pad’s right, golden 
globe (west positioning) and 
enter 118.96. Now press enter. 
The new position to the ship- 
wreck is now displayed on the 
monitor. While you are here, 
enter the coordinates for the 
volcano. They are 22.01 degrees 
north, 119.11 degrees west. 
Press enter. 

Click on the bottom red star for 
the shipwreck. The coordinates 
will be automatically entered. 
Press enter then go to the front 
of the sub and push the throt- 
tle lever forward to sail to the 
shipwreck. 


NOCTROPOLIS 
I recently purchased 

: Noctropolis and am stuck 
in the Cathedral. I talk to the Priest 
and have found the wired statue 
but after a while, the succubus 
enters the cathedral and scrags 
with Stiletto. What do I do, please 
help. 
DaviIp 
TAMWORTH, NSW 
| x | You’re going to need 

some Holy Water David. 

Here’s how to do it from the 
first time you enter the 


Cathedral. 
Go to the confession booth. 











Save (you can die here). Ask 
with Father Desmond about 
Stiletto. Note that he gives you 
a skull jawbone. Go onwards to 
Stiletto’s Apartment. Try talking 
to her if you like. She’ll just 
reject you now, though. 

Go to Main Street and the Hall 
of Records. Use the bone to find 
out about the masoleum from 
the records clerk. (Note that 
the clerk is the small shadowy 
figure just below the middle of 
the huge screen. You can talk to 
him again later if necessary). 
Go to the Mausoleum and to the 
side gate and door. Move the 
corpse in the foreground. Get 
the key from underneath the 
corpse. Read the tag on the 
locked coffin. Use the key to 
unlock it and get inside the 
coffin. 

After getting bitten, move the 
statue in the back. Go to the 
den below via the stairs. Get 
the spear from one of the 
rightmost statues to pry open 
the grating and make sure to 
move the pillow in order to 
expose and look at the 
Succubus’ journal. 

Head back to the Cathedral and 
go inside. Talk to Father 
Desmond and hunt for the bomb 
by moving the pillow in front of 
the altar. Grab the chalice and 
fill it with holy water. Save the 
game (you can die in the follow- 
ing scene at Shadow Lair). After 
Stiletto appears, use the chal- 
ice to splash holy water onto 
the Succubus. 





BROKEN SWORD 
I have been stuck on 

. Broken Sword, Shadow of 
the Templars for 2 months now 
and have searched far and wide for 
the solution to my problem. I am 
praying that you can help me. 
I’m in Ireland and need to know 
how to get past the billy goat in the 
castle. Every time I walk to the 
entrance to the underground he 
headbutts me. 
Matt HoBBs 
CURRUMBIN, QLD. 

Consider your prayers 

| x | answered Matt. Not 
only will I tell you how to get 
past the billy goat, but also 


the way to the Hospital! How’s 
that for service? 








You must head towards the lad- 
der where Billy will knock you 
down. However, just as he is 
returning to his original posi- 
tion use the pole in the left 
side of the screen. You’ll jump 
to the entrance and use the 
pole trapping Billy. You can go 
down the ladder now. 

On the desk you’ll find some plas- 
ter of Paris. Pick it up. In front 
of the altar a little statue is 
standing. Try to pick it up and it 
will fall on the ground. Move it 
once more and you will notice five 
holes. Use them. Use the plaster 
on them. Now you need some 
water. Go back to the pub cellar. 
As you enter the pub you should 
notice a towel in front of the 
man sitting with his back turned 
to you. Pick it up when he lifts 
his hand to drink his beer. Go 
downstairs and use the faucet. 
Use the towel twice on the run- 
ning water. Go back to the altar 
and use the towel on the plaster. 
Pick up the plaster and fit it at 
the left of the altar. Go inside. 
You’ll see a tapestry writing 
Montfaucon on it. Next thing you 
know you’ll find yourself in Nico’s 
apartment. Leave her apartment 
and visit Andre. 

Talk to Andre. Ask him about 
Montfaucon, Peagram (you'll 
learn he was connected to the 
other victims) and the Templars. 
Talk to him about Nicole and then 
leave. Go to the police station. 
Talk to Moue. Ask him about 
Plantard, Marquet (he will pro- 
vide you with a new lead and a 
new site on your map) and then 
about the two gangsters. Ask 
about Khan and Rosso. Ask Rosso 
about his Psyco-investigating 
methods, Marquet, the Templars, 
Khan Peagram, gangsters and 
Plantard. Leave the police sta- 
tion and head for the hospital. 
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GAME TOO HARD FOR YOU? CHEAT THEN! IT’S MUCH EASIER 


THAN USING SKILL! 





DIABLO 


To duplicate any item you have (e.g. money). 


First, make sure you have an item on your belt 
such as a health potion. Place the item you want 
to duplicate on the ground and walk a few steps 
directly up from it. 

Click on the item and your character walks back 
to pick it up. As your character picks up the 
object, click on one of the potions on your belt 
at exactly the same time as the item disappears 
from the screen into your inventory. 

If you've timed it right, dropping the potion on 
the ground will turn it into a copy of the original 
item that is now back in your inventory. 

Thanks to P. Branchi for this. 


THE Last RESORT 

Begin a new game and at the entrance door, 
type the code 120763-090665. 

Hold the cTRL key and click on OK. Push CTRL 
and 0 and choose not to save the game. Open 
one of you old savegames and from this point, 
you can use one of the following codes. 
LOBBY, DRUM, HALL1, TAPESTRY, GARAGE, 
CHASM, DALI, ATTIC, CELLAR, VRROOM, JUNGLE 
After you type a code push the ENTER key to 
transport you to another area of the game. 


CARMAGEDDON - FULL GAME ONLY 


In the scene where you choose to go to map 
select, vehicle select, start race etc. type ENABLE 
(quickly) to be given access to all tracks and 
vehicles. You can now use all of the other cheats 
in the game... 

First of all, when the race starts, use F4 to cycle 
through the modes untill CHEAT MODE 
appears. Then all the following cheats will 
become available: 

F5 Total repair (free) 

F6 Toggle Invulnerability on/off 

F7 Adds 30 seconds to the timer 

F8 Freeze/Unfreeze timer 

F10 Increment lap counter 

F141 Earn 5000 credits instantly 

F12 Switch between each opponents camera 
and your own. External view only 

SHIFT-F6 Show opponents on map 

SHIFT-F7 Adds 300 seconds to timer 
SHIFT-F8 Toggle shadow between none/your 
car only/all cars 

SHIFT-F10 Increment checkpoint counter 
SHIFT-F11 Lose 5000 credits instantly 
CTRL-F8 Toggle shadow between 

solid(faster) /translucent 

CTRL-KEYPAD 1 Toggle fly mode 

-Use normal movement keys. Keypad 5 places 
you on the ground (still flying). Keypad 9 and 6 
changes the cars pitch 

Power-ups (still in cheat mode) 

0 Bonus 

1 Mega bonus 

2 Pedestrians glued to ground. 

3 Giant pedestrians. 

4 Explosive pedestrians. 

5 Hot rod. 





6 Turbo pedestrians. 

7 Invulnerability. 

8 Free repairs. 

9 Instant repairs. 

SHIFT-O Timer frozen 

SHIFT-1 Underwater ability 
SHIFT-2 Time bonus 

SHIFT-3 Oh dear, body work trashed 
SHIFT-4 Blow yourself up 
SHIFT-5 Frozen opponents 
SHIFT-6 Frozen cops 

SHIFT-7 Turbo opponents 
SHIFT-8 Turbo cops 

SHIFT-9 Gravity has gone strange 
ALT-0 Pinball mode 

ALT-1 Wall climber 

ALT-2 Bouncey-Bouncey 

ALT-3 Oh dear, jelly suspension! 
ALT-4 Pedestrians shown on map 
ALT-5 Pedestrian extro-bastard ray 
ALT-6 Greased tyres 

ALT-7 Acme damage magnifier 
SHIFT-ALT-2 Instant handbrake 
SHIFT-ALT-4 Turbo! > 
SHIFT-ALT-5 Mega-Turbo!! 
SHIFT-ALT-6 Blind pedestrians (to be used in 
conjunction with horn for a laugh) 
SHIFT-ALT-7 Pedestrian respawn 
SHIFT-ALT-8 5 free recovery vouchers 
SHIFT-ALT-9 Solid granite car! 

CTRL-O Rock springs! 

CTRL-1 Drugs! 

CTRL-2 Grip-o-matic tyres 

CTRL-3 Pedestrian Harvest 


COLONIZATION 

Hold down ALT and type WIN to bring up a 
cheat menu. 

After you’ve done that go into the settlement 
view and hit the spacebar to do one turn of work 
without losing any time. 


DARKLIGHT CONFLICT 


During gameplay press TAB and PAGE UP at the 


same time. Then hit P. At the bottom of the 
screen it should say cheat enable. You have just 
made your ship invincible. 


FALLEN HAVEN 


Both of these codes are command line switches. 


To use them, type them in after the FALLEN. EXE 
file. For example, type FALL.EXE -MQWIERD- 
STUFF to access the secret units. 
-MQWIERDSTUFF Access secret units. You can 
build them from the barracks 

-MQCASH CTRL + and CTRL - increase or 
decrease your credits 


HELICOPS 

During gameplay press / and then type: 
IRONMAN = Invincibility 

REGENWEAP = Regenerates weaponry 
REGENDAM = Regenerates health 
REGENALL = Regenerates everything 
WIN = Complete current stage 





Diablo 


CLOAK = Cloaking toggle 


IRANGE = Unlimited range of firing 


EYE = Changes viewing angle 


INDEPENDENCE DAY 

Enter RADARMY as your player name. Then at 
the main menu hit CTRL+RIGHT SHIFT+8 to 
bring up a cheat menu. 


INTERSTATE ‘76 


During gameplay hold CTRL-SHIFT down and 


type these codes in: 

Getdown = All cars attack you. After you die, 
the mission is completed. 

Wiggleburger = Wiggles screen 


Lost VIKINGS 2: NorsE By NorsE WEST 


GHST = Invincibility 

W4RP = Goes to highest level you’ve reached 
CR3D = Credits 

I = NTRO2 = 1STS 


3= 2NDS 

4 = TRSH 

5 =SW1M 
6 = WOLF 
7 = BRAT 
8 = K4RN 
9 = BOMB 
10 = WZRD 
Il = BLKS 
12 = TLPT 
13 = GYSR 
14 = B3SV 
15 = R3T0 
16 = DRNK 
17 =YOVR 
18 = OVAL 
19 = TANS 
20 = D4RK 
21 = H4RD 
22 = HRDR 
23 = LOST 
24 = OBOY 
25 = HOMS 
26 = SHCK 
27 = TNNL 
28 = H3LL 
29 = 4RGH 
30 = B4DD 
31 = D4DY 
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reivax 


icrosoft has revolu- 


tionised the world of 

online game playing with 
the Internet Gaming Zone, making 
it very easy to play a vast array of 
games, 15 at present, live on the 
internet. The games range from 
Chess, Checkers, Backgammon to 
the latest releases from companies 
of the likes of Microsoft, Lucas 
Arts and Hasbro. It’s no secret that 
humans make the best opponents, 
and that is obvious by the Zone’s 
phenomenal popularity, being host 
to over 275 000 users. Game ses- 
sions are being created around the 
clock and in late May the Internet 
Gaming Zone surpassed the 1 mil- 
lion games milestone. 

All you need to enter the Internet 
Gaming Zone is a PC running 
Windows ‘95 or NT (3.x and Mac 
users will either have to upgrade 
or.. upgrade!), a dialup connection 
to the internet, a copy of MS 
Internet Explorer version 3.0 or 
higher, and knowledge of some of 
the most popular card and board 





games in the world. Unfortunately 
at this time IGZ does not support 
the Netscape Navigator, as it is 
unable to display web pages using 
the Microsoft ActiveX controls. 
Microsoft are currently working on 
a remedy for this, but in the mean- 
time it is Explorer only! 

To begin the sign-up process, 
take your browser to 
hitp://www.zone.com. The setup is 
simple, and the on-screen instruc- 
tions make it very easy in creating 
a new account for your future use 
at The Zone. You can also select to 


Games List 


> 


| 


receive a newsletter (or not) regard- 


ing events at IGZ such as competi- 
tions or improvements. The next 
step is downloading the IGZ soft- 
ware for your web browser. The 
download is relatively small, just 
2.4 megabytes (approximately 10 
minutes @ 28.8) to retrieve the 
initial installer program, and a sec- 
ond download to install the auto- 
matic authentication plug-in for 
Internet Explorer 8 minutes @ 
28.8). Once both programs are 
installed, redirect your MSIE back 
to the IGZ home page and hit 


Backgammon 

Bridge 

Checkers 

Chess 

Classic Games 

Close Combat 

Go 

Golf, version 3.0 

Hearts 

Hellbender™ 

Monster Truck Madness™ 
Outlaws "™ 

Reversi 

Scrabble® 

Spades 

X-Wing® vs. TIE Fighter® 
ZoneLAN 


1GZ’s main screen - Would you like to play a game? 


Welcome to 


The NEW Internet Gaming Zone 


oes, 


We've redesigned the Internet Gaming Zone. if it 
p ab 


jpdated the Zone software. If yo 
yeed to reinstall your Zone gam: 


The zone banner unfurled 
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| “Play Games Now!”. The centre of 
| the Internet Gaming Zone is your 
| jump-point. From here you can 
check out the latest news and 
| information about The Zone and 
its games, catch up with the latest 
| gossip from the bulletin boards 
and newsgroups, or enter one of 
the many game rooms. 


| Never a dull moment 

| In total there are 15 games to 
play, each with their own ‘room’. 
There is also the “Classic Games” 











room which lets you choose from 
the eight classic card and board 
games - Backgammon, Bridge, 
Chess, Checkers, Go, Reversi, 
Spades and Hearts. This leaves 
another 7 titles: Golf 3.0, 
Hellbender, Close Combat, 
Monster Truck Madness all from 
Microsoft, LucasArts’ Outlaws and 
X-Wing vs Tie Fighter, and finally 
Hasbro’s Scrabble Deluxe. These 
retail games require the full retail 
version to play, and in most cases 
require a patch (available from The 
Zone) to play. As new releases hit 





the shelves, the Zone will be ready 
for them. The 17th room is a spe- 
cial feature of the IGZ, entitled 
ZoneLAN, it allows users to freely 
link DOS-based IPX network 
games - in fact IGZ encourages it, 
and there is a list of over 10 games 
which work with ZoneLAN includ- 
ing Red Alert, 
Duke3D, 
Descent I and 
II, and it is 
growing with 
the help of the 
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Related Wel 


The Internet Gaming Zone - 
http://www.zone.com 

Lucas Arts - 
http://www.lucasarts.com 
Hasbro - 
http://www.hasbro.com 
GamePens E3 Awards - 
http://www.e3.net/awards 
Microsoft - 
http://www.microsoft.com 





curious users. To date there are 
only 2 games known NOT to work 
using ZoneLAN - Command and 
Conquer, and ‘2’. 


The game room offers playing 










Who’s it gonna be? 


areas, broken down 
into competition and 
social play. Some 
games (such as 
Outlaws) have differ- 
ent playing rooms for 
different parts of the 
world to reduce net 
‘latency’, or slowness 
which can hinder any online game. 
A ‘Related Links’ page will put you 
in touch with other players and 
groups, editors, extra levels and 
patches for the retail games. There 
were instances when playing 
Outlaws or Monster Truck 
Madness where I could not enter a 
game without a particular track or 
level (the default levels always 
work!), but after a quick visit to 
one of the related pages I was 
geared up and able to compete. For 
regular visitors to the IGZ you 
might discover a favourite oppo- 
nent(s). To alert them if they are 
online you can use the ‘Zone 
Message’ to deliver a message to 
them directly. Other links from the 





Backgammon is all its splendor 


Me getting whupped at chess - 


game room include news, tourna- 
ment information, and the Hall of 
Fame will be opening soon! 


Be seated 

When you enter one of the 
match-making rooms for the first 
time it is not difficult to be over- 
whelmed. The majority of the 
screen is taken up by game ‘slots’, 
and there are at least 50 in each of 
the match-making rooms. A col- 
umn on the right lists all of the 
users currently in the channel 
(clicking on their name will inform 
you or their current activity), and a 
coloured light indicates the current 
network latency between yourself 
and the server - green means the 
network speed is good, red not so 
good. Below the game squares 
there is on-going chat, where you 
can meet people and simply chat, 


but it is realtime 


or use it to muster up a game. 
Then there are the lurkers, perhaps 
they have already played their 
share, but all the same they are 
always willing to sit in the main 
room and chat. 

In the card and board game 
rooms, you simply 


akura 


click on an unoccu- 
pied chair to be seat- 
ed, and then click on 
the ‘Start’ button that 
appears. When the 
table is full the game 
will commence. In 
the retail games a 
host is required. To host a new 
game, you position the mouse over 
an empty square and click the red 
‘Host’ button. Users 
who wish to partici- 
pate in a game being 
hosted by another 
user place their 
mouse over a pre- 
hosted square and 
click the ‘Join’ button 
that appears. It is 
then a matter of wait- 
ing until either a 
game is full, or the 
host decides to start 
the game at any point. 





As the statistics indi- 
cate, it is not very dif- 
ficult to become 
involved in a game on 
the Internet Gaming 
Zone, users are form- 
ing new sessions 
every few seconds 
with as little as one 
opponent, or as many 
as 8. If the game you 
are playing requires a 
CD, then ensure it is 
in your CD-ROM 
player and that the 


unixs> I'm @ student 
ifrnd> call that a living? :) 
unins> Net call 


game is not already open. Internet 
Gaming Zone will launch the 
game automatically when the host 
elects to start, and suspend the 
chat in the background to conserve 
bandwidth. All of the retail games 
require a patch to be played on the 
Internet Gaming Zone except for 
Hellbender - that is played with the 
out-of-the-box version. The Classic 
Games don’t require the additional 
CD-ROM software, and move at a 
much more leisurely pace. The 
zone software installation also 
included the game boards, cards, 
tables and sounds that you would 
expect, and it appears in front of 
your web browser. The game too 
has its own chat space, for commu- 
nication throughout the game. You 
can also ‘Kibitz’, or look over the 
shoulder of a game in progress. 
This is OK with most players and 
is very helpful to pick up tips, but 
Kibitzing can be turned off. When 
you Kibitz you can also talk to the 
players who are mid-game. 


The complete package 

Internet Gaming Zone is not 
only proving to be 
popular, but very suc- 
cessful receiving acco- 
lades at every level: 
USA Today recently 
awarded this site with 
the title of “Best 
Family Games 
Website”. It combines 
all aspects of internet interests - 
chatting, playing and browsing, in 
an environment that besides the 
initial installation, no external soft- 
ware has to be called upon. The 
addition of the ZoneLAN room is 
that little bit extra, allowing people 
to connect any number of games 
without having the limitations of 
some of the IPX routing software 
available for internet play, and 
games will keep appearing as they 
are released. Plans have already 
been announced for Microsoft's 2 
winners at the E3 games confer- 
ence in Atlanta - Baseball 3D and 
Age of Empires to come to the 
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Internet Gaming Zone - 
microsoft.public.games.zone 
Internet Gaming Zone 
ZoneLAN - 
microsoft.public.games.zone.zone 
lan 

Microsoft games newsgroup - 
microsoft.public.games 


Zone, aswell as Lucas Arts titles 
Star Wars Rebellion and Dark 
Forces II. The additional BBS ser- | 
vices located on the WWW and the 
newsgroups make the Internet 
Gaming Zone a community, more 
than just a games arena. 





Dan Cohen | 
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MS Golf - 

Multiplayer patch 4.3 Mb 
Close Combat - 

v1.0a 1.3 Mb 

Monster Truck Madness - 


1.08 Mb (English version only) 


LucasArts X-Wing vs Tie 
Fighter - 

v1.10 1.1Mb 

LucasArts Outlaws - 


v1.1 3.1 Mb 
Hasbro Scrabble - 
v1.2 3Mb 
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4 LETTERS 


Commodore 95 

OK, so some of us have had prob- 
lems with Windoze 95, some of us 
(myself included) have had to re- 
install Win 95 a dozen times over, 
but I for one think It’s worth it. 

All right, at first I was sceptical, 
how on earth could Bill Gates be 
pleased with this hunk-o-junk 
labelled as a computing revolu- 
tion??? Start Me Up??? More like “I 
can’t get no satisfaction”. But I 
found a way to make Win 95 look 
like the best thing since sliced 
bread, take a long hard look at 
Windows 3.xx. Or better yet, a 
Macintosh or Commodore 64. Still 





LETTER OF THE MONTH 
WINDOWS 95 - FOR 


1 am writing in response to a number of letters in your Setup col- 
umn from a few of your readers. Let's just say that this revolves 
around Windows 95. 

Firstly, I have been supporting a network of over 100 PCs all run- 
ning Windows 95 for some time now. Windows 95 has done things 
for this part of the industry that Windows 3.11 could never do. It 
offers a much greater level of stability (OH YES IT DOES!), and ease 
of administration than DOS/WFW3.11. Without the introduction of 
this OS, there would have been nowhere near as many new ideas in 
hardware and software. So Microsoft made an OS that gave us the 
best of both worlds, and had no choice but to sacrifice some things 
to give it to us. 

Secondly, I run a P166 and have never seen ANY noticeable slow- 
down in DOS games when running in a DOS window. So what if 
you need 32 megabytes of RAM - if you want to stuff Wings some- 
where while you play a game that needs 16MB in DOS alone, then 
you'll need 32! 

So many un-educated people make the most pathetic claims of 
Windows 95. In response to Christian of Hoppers Crossing from 
July's issue, why don’t you RTFM before you flame your OS? From 
the sounds of your GPFs, you've got memory errors, pal! This hap- 
pens so often on machines that scrape by in the non 32-bit world. The 
minute Win 95 or Win NT makes an above average demand of the 
memory, it crashes in a heap. This is NOT the fault of Windows 95. 
Now let's look at your Xtree Gold errors shall we? I couldn’t possibly 
count the number of times I have read in many places the blatant 
warnings about NOT screwing around with old DOS disk utilities. 
Again, RTFM before you stick the screwdriver in the power socket! 

And lastly, let’s have a chat with Ashton Mills. Get your facts a little 
straighter next time! The VFAT long file name system has been 
around since Windows NT 3.x. It was not created for Windows 95 
alone, and other operating systems CAN read it. (See, Windows NT!) 
And if you also think that Windows 95 is “evil spawn that should sure- 
ly die”, perhaps you'd be happier going back to the gaming days of 
“We only support THIS or THAT soundcard/video card/modem, etc”. 
I, and many other people are relishing in what Windows 95 has pro- 
vided for us. No more bloody TSRs!!! 

Yours, 

Edward Luck 

email 

Disclaimers: 

1. Direct3D still sucks, but at least it’s there 

2. Microsoft needs to work on their beta testing better 

3. It’s half-past 11 on Tuesday and I’m tired, so I’m aloud to be 
snitchy. So nyer. 
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| think Windows looks bad? Well the 


first computer my parents bought 
me was a C64, about 4 years ago, 
yes 4 years ago. Well Win 95 has 
gone a long way since Windows 
3-0, way back when Ray Martin’s 
hair looked at least half normal, 
and when Mal Colston only had a 
slight beer gut, and was only skim- 
ming money to go down the pub 
with his son. And although a lot of 
people think of Win 95 as having 
more holes in it than a house 
infested with white ants, you have 
to admit, 90% of the time you can 
get the job done quicker. 

Tagging, copying, deleting, all 
done more effectively in Win 95. 
DOS shell, multi-tasking, high-tech 
gaming and communications, all 
better in Win 95 than in 3.XX. 

So to those Windows 95 haters 
who ‘Can't Get No Satisfaction’, 
when/if Win 97 is released (It’s 
July already and no sign of it) we 
will be able to say, “Windows 95?? 
Sure it had it’s problems, but it 
paved the way for a new brand of 
GUI, and Windows 97, and it sure 
as hell beats the crap outta 
Commodore 64s! 

From a Win 95 lover, 

Robert Bunt 

email 


Stop picking on Bill! 

I'd just like to tell all those many 
disciples of Adam Wade (hey 
Adam, you’re famous amongst PC 
PowerPlay readers, you've success- 
fully manages to divide us too, sort 
of like Pauline Hanson don’t ya 
think?) that they should just keep 
their displeasures to themselves. 
Wings is not Win3.x. Win.x is 
something you run over DOS, 
Wings is an OS which doesn’t 
need DOS. Get Wings, actually 
learn how to use it and enjoy the 
most superb gaming. Also stop 


| talking about Bill Gates like he’s 





Jack the Ripper or a convicted 
rapist, all he did was create the 
best OS to date. 

Nathan Lockett 


WIN95... AGAINST 
Firstly, PC PowerPlay is an excel- 
lent mag, which deserves much 
praise. However, I strongly believe 
that myself and other fellow 
gamers are simply pawns in Bill 
Gates’ ravenous plot to control the 
computer industry. Speaking from 
well educated persons point of 








view, Windows 95 is very childish. 
Using bright pictures and flashy 
animations, such an operating sys- 
tem cannot really be taken serious- 
ly. And as for Ashley Guild’s letter 
in issue 14, it greatly suggests 
ignorance is bliss for him . 
Windows 95 is ridiculously slow in 
every operation imaginable. After 
recently upgrading my primitive 
486 to a blitzing Pentium 166 
with 16Mb and a respectable video 
card, my computer illiterate family 
insisted on upgrading to Windows 
95- With the original Windows 3.11 
and DOS 6.22, speed was never a 
problem in the least. Now, with 
Win 95, a second upgrade is my 
next concern due to poor perfor- 
mance according to the ‘Wintel’ 
standard. Windows 95 offers no 
potential benefits except to the 
very illiterate computer user. 
Constantly, well informed comput- 
er users must wade through piles 
of useless quick tips, confirma- 
tions, wizards and other ludicrous 
time wasters. Editing .REG, .INI, 
-SYS, .DAT files, although perspi- 
ration is healthy, is an incredibly 
annoying task to make Windows 
95 less nauseating. And add to 
this, although I have had at least 7 
years experience in computers, I 
have reinstalled Windows 95 
around 6 or 7 times. This is sim- 
ply because it’s so poorly docu- 
mented, that without a MSCE 
(Microsoft Certified Engineer) or 
other training, to know what the 
operating system is actually doing 
to your computer remains a com- 
plete mystery. 

We all have to wake and smell 
what Microsoft has been shovel- 
ling. And before you mention your 
mumbo jumbo 3Dfx interactive 
multimedia extravaganzas, and 
how Windows 95 has made its 
development possible, we have to 
consider the operating system. If 
we all think the operating system 
is shit to use, then why do we want 
it and its software? Or at least pay 
for it anyway... Anything you want 
can be done with binary mathe- 
matics, so the 3Dfx could have 
been developed using a better 
operating system. 

An operating system pro- 
grammed by several hundred 
Microsoft employees at the last 
minute, who refuse to give reason- 
able explanations or help on the 
hundreds of bugs does not deserve 
the praise we give it. Windows 97 
is a complete flop according to the 








trial versions issued in the US, and 
Microsoft are still failing to produce 
a satisfying operating system, per- 
haps next millennium. Shame on 
Bill Gates and those who worship 
Windows 95. Why do we all have to 
suffer through Microsoft's flawed 
attempts to copy Mac/OS? We are 
not laboratory animals. Besides, if 
we are all so keen on games, a PSX, 
N64 and Saturn would certainly 
satisfy any gamer’s insanity, for the 
fraction of the price of a ninja PC 
required for serious gaming. 

Matt Peterson 

Mill Park VIC 

A flood of letters came in this 
month supporting Win 95. This was 
the only one that continued the bag- 
ging. Sad to see then, that it comes 
from an ill-informed source with no 
knowledge of gaming. 3Dfx is DOS 
too - hell, you can even drop one in a 
Macintosh! Your last paragraph 
shows the contempt you hold for 
gamers, and if you're the expert, why 
did you let your family upgrade? 
Didn't they check with you first? 


Smart Guy 

Your interview with Derek Smart 
in last month’s mag had me on the 
back foot. I had him pegged as 
some sort of arrogant, pig-headed, 
programming git, rich boy. After 
all the insults flying through news- 
group, my ignorant opinion was 
set when my favourite games mag- 
azine awarded him for The Most 
Thoroughly Un-professional 
Conduct Ever Seen in issue 10. I’m 
glad you were able to feature the 
other side of the Battle Cruiser 
3000 ‘saga’. I actually found some 
respect for the man (but he still 
deserves The MTUCES award). 
Sure he might be a little egocen- 
tric (and he’s most definitely a pro- 
gramming freak) but then you'd 
have to be to take on such a project 
as BC3000 on your own! 

I've never been on the receiving 
end of international flaming, so I’m 
no expert - but what would be a 
hellishly contemptible experience 
must have had a whole lot of extra 
sting for Derek Smart. He was 
kicked in the guts when his pride 
and joy was spat into the world pre- 
maturely, then had his integrity 
and reputation whipped as the fall 
guy for the whole debacle. It’s of lit- 
tle wonder to me that Derek lashed 
out. He knew he had something 
special - something everyone seems 
to be seeing with the C3 patch - he 


just needed the time (and money) 
to bring it all together. 

From what I’ve seen and read the 
game is nothing short of an epic, 
definitely too much for a lone pro- 
grammer to handle within today’s 
game development time frames. 
But you've got to admire the per- 
sistence of vision in the case of 
BC3000’s development. It might 
have been a little crazy for Derek to 
go it alone as an unknown, to 
ensure that the game stayed in his 
creative control, but good on him. 
The reality is the best game design- 
ers are getting backing, then mak- 
ing their own companies to achieve 
this sort of freedom. Hopefully 
someone with the foresight and 
bank account will see the potential 
in financing this guy's creative 
flare (even if Smart's not a likely 
candidate on the teamwork front). 

Either Mr Smart had a great idea 
too early in his career or we can look 
forward to something special when 
he gets organised. I’m an optimist, 
so bring on the C5 Derek (and Co.) 
and let the Battle Cruiser universe 
be born. I'll be extremely interested 
in how it’s matured by 3030. 

Darren Harbinson 

Carindale QLD 


He’s never deathmatched... 

Hello God-like people. Thanks for 
the magnificent magazine bla bla 
bla grovel grovel ad infinitum. 
BUT, why on earth do you keep 
raving about Quake? It is one of the 
crappiest games in the world. You 
will now say give reasons so I will. 
Firstly, the graphics look like they 
were spewed up from my cat, they 
are so blocky I feel like I’m playing 
against the Blockheads from 
Gumby. Secondly, the gameplay is 
hollow and linear. Some people 
LIKE to close doors and just occa- 
sionally do they wish not to go up a 
lift they aren’t standing on. Thirdly, 
it came out too late, it was hyped 
and hyped and hyped some more. 
IF it had come out before Duke 3D, 
it might have some respect from 
me. Fourthly, it ain’t fun to play. It 
oozes atmosphere but that is all. 
Duke is fun and Quake is atmos- 
phere, I know what I rather. 

Gareth McNab 

email 

Firstly, we actually think it looks 
pretty good. And you should see it on 
a 3Dfx or Rendition! 

Secondly, Quake is not a game the 
single player would want to play 





Crack.com are developing this rather spiffy looking 3D accelerated strategy 
game. Think Red Alert meets Ma Tank Platoon. Called Golgotha, it’s not due 
for at least 8 months 


through more than once - unless 


they're practising for their next death- 


match. That said, the single player 
experience is still a whole lot better 
than what many other games can 
offer and definitely is not hollow. 
We'll give you linear though :} 


Thirdly, all games are late and over- 


hyped. 
Fourthly, is it so fun! 


Do the math 

First up, great mag. You're infor- 
mative & funny in your 
reviews/articles and have a scoring 
system that realizes that a percent- 
age scale goes from 0 to 100, 


instead of having 60% as complete- 


ly awful, and 90% being what your 
average game gets (like most over- 
seas mags). 

Unfortunately, the sucking up 
ends here, as I have a bone to pick 
with you. You print screen shots 
that to actually be able to see in 
real life, would require a computer 
that is able to wake you up in the 
morning, pour you a cup of coffee 
and drive you to work. If you don’t 


know what I mean it’s that the 
average person does NOT have a 
pentium 5000 with 250 megs 
SDRAM and a 10DFX video card. 
That means that what most people 
see on their screen is nothing like 
what you show on the paper of 
your mag. Are games companies 
paying you to make their games 
look good? If so, you can crumble 


| up this letter into a ball and eat it if 


you want, for then you'd have a 
reason. But you are a games mag 
for average gamers and so you 
should be showing us what an 
average gamer can expect. 

Conner Fitzgerald 

Lismore NSW 

Good point. Showing separate 
screen shots demonstrating both high 
and low res. is a good idea and we'll 
adopt it where appropriate. Bear in 
mind though that most games look 
the same on all systems - adventure 
games, strategy games, RPGs etc. 
And with the advent of 3D accelera- | 
tion the rest will look the same too. 
Still, where a system's performance 
makes a big difference we'll endeav- 
our to show it. 
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‘The ancient code of bored mainframe sysops. 


Published/developed by non-profit individuals for the greater good of mankind. 


ethack is an underground 
Ne= which is not well 
known, mostly because its 


following is chiefly composed of 


| Unix techs working long hours on 


mainframes in the chilly depths of 
corporate dungeons. 

Those first, bored computer 
geeks that chucked together a sem- 
blance of an RPG on their monster 


| machines created something which 
| has a long lasting and devoted fol- 


lowing, has constant improve- 
ments since the players write end- 
less upgrades, and has been ported 
by enthusiasts to every computer 
platform thinkable. 

Nethack’s all-out complexity 
springs purely from the power of 
the machines it was originally 


| coded on. This tradition is evident 
| in that the game was only recently 
| ported to the 486, the first PC 


processor able to cope with its 
intensity. Not mind-blowing 3D 
graphics or awesome 16-samples, 


| but simply because of the all- 
| encompassing detail of the interac- 


tions with the game environment. 
Every attribute you can imagine 
fluctuates and influences events 
that occur during every move. 
Nethack’s display is a purely icon- 
ic coloured ASCII depiction. With 


every move, a description of the 


/CPowerPlay 











game events appears 
at the top of the 
screen, similar to the 
old window from 
Ultima IV. Your play- 
er appears as an @ 
symbol, and mon- 
sters, dungeon walls 
and magic wands are 
displayed using cre- 


entire alphabet, and 
all the symbols and 
punctuation marks. 
Simple as it seems, it 
still conveys a great 
deal of information, in 
fact more versatile 
than any graphics for- 
mat which would 
require a separate exclusive image 
for every mind-blowing event. 

Nethack’s depth applies to all 
every one of its aspects. Every 
weapon has a weight, rust resis- 
tance, structure attribute and suit- 
ability for your character class. 

Similarly, tools and lamps have 
fuel and vulnerability to certain 
extremes. You character class deter- 
mines your effectiveness with any 
given object, for instance playing as 
the Samurai, you can use wands 
and scrolls to some inefficient 
degree, but you have no hope of 
memorising any spell. On the other 
hand you have natural stealth and 
Lawful creatures are your automatic 
allies. Another example is the priest, 
who has a marginal ability to cast 
memory spells and can summon 
the assistance of the Gods in times 
of duress, is hopeless at picking 
locks and using edged weapons. 

The character classes offer totally 
different strategies of gameplay, 
contouring to the player's personal 
preference. 

Another excellent flexible ele- 
ment of the game involves shops, 
which allow for haggling, resale, 
theft, and armed robbery, each 
with dire consequences. The shop- 
keepers tend to be absolute 
demons, who, if you succeed in 


ative application of the 








wasting and looting, will have end- 
less Dungeon guards trying to 
arrest you until you lose them by 
rapidly descending several levels. 
The payoffs, predictably, are 
extremely attractiVevONCourselify) 
you do not have the necessary 
knowledge to identify vents ea: 
sions for sale, ‘The shopkeepers _ é 
will take advantage St Yeas aae 
rance, and duly Tip yor 

Nethack is the result ofliterally 
dozens of people’s efforts. As a 
result of this constant refinement 
the game is an elegant, flexible 
game which requires a lot of logical 
decision making, and is quite men- 
tally stimulating. Its enhancement 
continues to this day. If you remem- 
ber it from its UNIX incarnation, or 
you just want a bit of pure cerebral 
gameplay, have a hack at Nethack, 
and see how cool freeware can be. 

Banshees, telepathy, hallucination, 
throwing stars, basilisks, unicorns, 
multi-headed giant worms, Scrolls 
of Genocide(!). Need I say more? 

To date Nethack is available on 
the following platforms: 
WindowsNT, UNIX, Atari ST, MS- 
Dos, Macintosh, Amiga, VMS, X11, 
NEC 98xx. 









Eddie Dawson 





Arrggh! it’s the attack of the killer 
*'s! And no! A deadly swarm of @, 
followed by the hideous %! 

3Dfx, Schmee-Dfx. 











Scenario: You try to open a door 
to the south., which, being 
locked, forces you to apply a little 
persuasion (kick it off its hinges). 
The doorway disappears with a 
resounding crash, which will 
probably alert every monster in 
the vicinity. As you stride into the 
room, you find your batter-tactic 
has landed you in deep prover- 
bial. A horde of lowercase yellow 
a”’s (killer bees) surrounds you. 
They attack several times each 
turn. You hack at the nearest bee 
with your rusty Katana, having 
trouble scoring a hit due to the 
bee’s small size. As they carve 
away your hit points, you begin 
to get desperate. Checking your 
inventory for anything powerful, 
you see you still have that Wand 
of Ice, with only one charge 
remaining. Weighing up the situa- 
tion, you figure your thirty 
remaining points are enough, so 
you go all out and Apply (break) 
the wand. A magical, frosty dis- 
charge engulfs the surrounding 
bees, and cuts off 23 personal hit 
points. It paid off. The bees are a 
ring of corpses. Limping around 
the room on negligible life points, 
you discover the glittering prize: 
a cache of Royal Jelly. Hungrily 
quaffing it down, you feel your 
strength increasing with a surge 
of mystic powers. 




























DOWNLOAD IT FROM: 


http: 


reality.sgi.com/david_neu/slashunix.html 


NEWSGROUP: rec.games.roguelike.nethack 

This is the premier nethack development discussion group. Planned 
for the future is a new, Diablo-style multiplayer internet version, 
dubbed “Multihack”. 
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Australian Distributor 
Focal Point Computing Pty Ltd 
WZ Coleteattents 

Tel: (03) 9525 1144 
Sydney 

Tel: (02) 99250388 


Mystique 220 


e New MGA 1164SG 
Graphics Chip 

e High Speed 

, 220 MHz RAMDAC 

<@ ‘Fast SGRAM 

e 3D Texture Mapping 

e Fogging 

e Alpha Stippling 


e True Perspective 
‘4 Correct Texture 
Mapping 





Waste your enemies 
Waste your friends 





The latest games. on 
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Check us ouf at — 
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$29.95 a month flat fee for 
Unlimited Kill Time 


FreeCall 1 800 359 200 
to register 


